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2» YOU WILL BE READING 


Being quiet and industrious 
doesn’t always mean you're a 


+ pushover, especially if you believe 


the pen is mightier than a couple 
of Mega Electron Phase Cannons. 


One of EVE’s most outspoken and 
experienced players, DC knows 

more about anything than anyone 
who's ever lived. And he’s always 
right, of course, about everything. 


Famous for masterminding 
missions that have lead to the 
financial ruin of many an EVE 
pilot, Istvaan may be evil scum of 
the highest water, but he knows 
how to spin a good yarn. Within 
these pages you ll discover a soft 
cuddly side to the GH-SC leader. 


Secretive and assiduous, Kaaii is 
a trader so filthy stinkin’ rich that 
she’s had time to write a guide to 
the art of making money, which 
was accomplished with one eye 
always looking for a bargain. 


A long-time explorer, Scinlaeca 
likes nothing better than to flit 
about the heavens looking at 
pretty stellar clouds, gathering 
rock samples and listening to 
the EVE soundtrack that cycles 
endlessly on her jukebox. 


Blinky’'s sharp eye for satire has 
kept the EVE community in 


| stitches since 2003 when the first 


Warp Drive Active rolled off the 
presses. Now that WDA will be a 
permanent fixture in these pages, 
you can spit coffee through your 
nose away from your computer 
screen as well. 


In the grand scheme of things 
Zapatero is a nobody. All he has 
to his name is a battered shuttle, 
enough ISK for coffee in the 
mornings and the power of blue 
text. His alt edits this magazine, 
so be nice. 


WE ARE EVE 


Why, you may ask, create a magazine devoted solely to one 
game? There are many reasons, the obvious being that EVE 
is unique: that all the players exist in one world is a large 
part of the appeal, a fact that makes it easier for us all to 
relate to the goings on and react accordingly. There are no 
PVP servers, no ‘carebear’ servers — we are all forced to 
live together, sometimes uneasily, but always productively. 
The industrious and destructive need each other to survive 
and succeed, and when something does happens, which 

it does regularly, its effects can be felt across space. 

We hope too that F-ON will be unique. Where a typical 
games magazine will devote a handful of pages to one 
particular title, E-ON will provide dozens. But we aim to 

go beyond the news/preview/review cycle that most 
magazines cling to. EVE, as we all know, is more than a 
game; it is a universe we as players can form and shape 
and it’s your adventures and achievements that we aim to 
tell. Now, I've played a few online games in my time, most 
have left me cold, but of the ones | have enjoyed it is solely 
because of the people | have met that has caused me to 

be reluctant to leave. EVE’s players are equal to any 

game community I've either been a part of or observed; 
they — you — are singularly the most intelligent, the 

most international, the most driven, underhanded and 
imaginative bunch of players I've had the pleasure to meet. 
Many fans of other games would say similar things of their 
colleagues I’m sure, but can they truly admit that the game 
they play is equal to their efforts? | don’t think so. 

EVE Online is it's players, a symbiosis of world and 
inhabitant where both evolve together, not where one 

leads and the other follows. My wish is that F-ON will offer 
a tribute to this partnership; to what the game and those 

) who lose themselves to it have achieved so far and 

\\ what it will continue to achieve long into the future. 


ZAPATERO 
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NEW 
GENESIS 
FOR ASIA 


CHINA'S JOY AS EVE IS FORMALLY INTRODUCED 
TO THE LUCRATIVE ASIAN MARKET 


Above left: 
crew — mission 
accomplished: 

Reynir, Siggi, 
Hilmar and Magnus 
join the Chinese 
EVE volunteers 
and a victorious 
Horace Xiong 
(CCP’s Chief China 
Rep) as ChinaJoy 
draws to a close. 


y July saw CCP return from Shanghai after an 
exhausting week-long residence at the third annual 
ChinaJoy gaming expo. The rapidly growing event attracted 
more than 70,000 attendees last year and is widely regarded 
as the premier trade and consumer show in a country that, by 
2007, will have an estimated 41.8 million online gamers. 

The aim of the 10,000-mile round trip was simple, to get 
EVE noticed by consumers and local game operators alike. 
And it was; for just as the unassuming visitors towered over 
their hosts, CCP’s priority was to show off the game rather 
than mirror the efforts of other developers who preferred to 
employ ‘booth babes’, elaborate stage shows and loud music. 
In stark contrast to the many hundreds of online games vying 
for attention, CCP’s spacious and understated booth offered a 
refuge to the weary show traveller. 

“| think it’s safe to say that the majority of people at 
ChinaJoy had not heard about EVE 
before and were _ pleasantly 
surprised that such a title exists,” 
says CEO Hilmar V. Pétursson, one of 


2D CHINA CRISIS 


a contingent of CCP seniors that 
ceaselessly demonstrated the game 
to a curious steam of visitors. “We 
were in a relatively quiet part of the 
show hall so we got a lot of people 
escaping the noise of the main 
promenade. EVE Online is actually 
considerably different in color 
scheme to most current games in 
China and that seemed to intrigue 
people even more.” 
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Currently EVE Online boasts about 2,000 Chinese subscribers, but in the long-term CCP hopes to 
increase that figure beyond that of the global EVE player base. 

“The Chinese MMOG market is currently about 10 times bigger than Europe and the 
US combined, about 27 million players,” says Hilmar. “Given than we now have more than 70,000 
subscribers in the west, all things being equal we could have 700,000 subs in China. However, we 
are being modest and putting our estimations somewhere in the ‘twice as many’ range.” 

Although CCP is confident that Tranquility [the live EVE server) could accommodate a large and 
sudden influx of players, they are seeking to license the game to a local operator who will handle 
the localization, hardware operation, account management and customer support. 

“We thought Internet topology and latency issues would not allow the Chinese subscribers to 
play at competitive levels,” says Hilmar, “but after deploying our multihoming solution, we found 
that actually you can play EVE at competitive levels from China - we have 2,000 players doing exactly 
that. The problem is that if we achieve the market potential we feel that EVE can reach in China 
then Tranquility would quickly be overrun. We have concerns that this would disrupt the current 
cluster too much, especially because of language issues. To have so many players interacting 
without understanding each other would be too difficult for us to manage from so far away.” 


> THE THIRD GENESIS 


Hilmar V. Pétursson, CCP’s CEO, cites another reason for setting up a new and separate cluster; that EVE may initially be too 
complex and daunting with most of the current content aimed at players that have been part of EVE for a year or more and the 
Chinese players would be at a constant disadvantage. 
“The wildest ideas about the China cluster involve them starting out in a different part of the galaxy, unconnected to the 
regions of Amarr, Minmatar, Gallente, Caldari and Jove. We could give them, say, two years to catch up, in an accelerated 
fashion then, once TQ [Tranquility] and the China cluster are about equal in tech level and player infrastructure, we would 
merge the clusters and allow everyone to duel it out in massive uber-fleet combats on server hardware of the future.” 
Although keen to stress this ‘wild idea’ is more dream than certainty, more modest plans are likely to go ahead; new races 
and bloodlines are sure to feature and the galaxy could be regenerated, effectively making EVE China a completely new 
universe. “We see this as an opportunity to try out a new structure, based on our experiences with the current one. | even see 
myself playing on both clusters as each would offer a different experience - both content and community wise.” 
Since returning from ChinaJoy, CCP has been in negotiations with a number of Chinese and Korean operators, each one 


hosting thousands of servers and boasting 
support teams that number well into the 
hundreds. At the time of writing a deal has yet 
to be announced, but we're assured that CCP 
is close to agreeing terms with one of the 
largest MMOG operators in China and that 
EVE could be up and running in-south east 
Asia as early as next summer. 


Concept art for some of the 
new races that may be 
available for ‘EVE East’ 


D ALL YOUR EVE ARE BELONG TO US 


Whether or not the typical Asian gamer will take to 
EVE is another matter. Very few games from the West 
have been accepted in the East and vice versa, some 
suggest it’s the difference between the games and the 
gamers themselves. 

“| don’t think you can really generalize about Asian 
players, just as you can’t really say westerners Like to 
interact rather than grind - if that was the case EVE 
would have more players than World of Warcraft,” 
laughs Hilmar. “Currently Chinese players have been 
offered games that look and feel (at least to me) the 
same. Based on the feedback of our Chinese players 
we have playing on Tranquility now, | think they are 
ready for something different.” 

Even if EVE is only modestly successful in China, 
despite being a separate and severed universe from 
Tranquility, both clusters will benefit, both in the 
short term, with new bloodlines likely to be offered 
on Tranquility, and in the long term, with the added 
revenue likely to allow CCP to expand and press 
forward with new features that exist only on a drawing 
board. But we can’t help but wonder longingly over 
CCP’s ‘wild idea’. Imagine, if you will, a new larger 
universe developing beyond current EVE space, with 
hundreds of thousands of players fighting wars and 
forging alliances. Alliances and wars that may one 
day find a way to reach the ‘Western’ arm of the EVE 
galaxy. On one hand it’s frightening - threatening, 
almost overwhelming - but the possibilities for inter- 
action must surely go far beyond even CCP’s far-from 
modest ambitions. As EVE nears it’s third birthday, a 
time most online games are settling into their 
maturity, we find ourselves unexpectedly on the cusp 
of a new age. EVE Online may only be just beginning. 
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THE WRITE STUFF 

Currently being edited and due for 
publication via the EVE website in 
October is the next novella from 
Tony Gonzales, the author of 
Ruthless (www.eve-online.com/ 
background/stories.asp). As was 
the case with Ruthless, the as-yet 
untitled story will be released one 
chapter per 
week and seeing 
as the current 
draft runs to. 
seven episodes, 
plus epilogue and prologue, it 
should keep readers going into 
December. Sadly we'll just have to 
wait until the prologue is released 
to hear what the story is about: 
“Let's just say that it involves a 
closer look at a crucial time period 
in EVE’s history,” said Gonzales. 


EVE AWARDS 

Now we haven't quite decided on 
the specifics yet, but from next 
issue we plan to launch the 
first-ever EVE Player Awards in 
association with CCP. where you'll 
be able to vote for your favourite 
in-game personalities, most 
entertaining videos or most 
useful websites or applications. 
Sadly it's unlikely we'll be able 
to host the event anywhere but 
online (at least for the time being), 
but we promise that whilst the 
entire pod population of New 
Eden will be eligible to vote, 

only E-ON subscribers will 

have their name put forward 

to enter an extra special 
competition — more details 

in the next issue. 
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ORIGIN OF EVOLUTION 


EVE CGI MOVIE DARWIN'S CONTRAPTION IN FULL PRODUCTION 


VOLUNTEER OF THE YEAR 
Sometimes it pays to work 


yourself into a early grave for 

no financial reward, as STAR 
volunteer Libertina discovered 
when she found herself the 
recipient of CCP’s Volunteer of the 
Year 2005 award. STAR is, of 
course, the ISD department 
responsible for helping out EVE 
newcomers, and Libertina has 
tirelessly gone out of her way to 
ensure that those who choose EVE 
above other MMOGs, stick around 
when those other games have 
bitten the dust. As well as earning 
the respect of her ISD colleagues 
and an appreciative round of 
applause from EVE players, she’s 
also secured a full pass to this 
year’s Fanfest. Whether she'll be 
allowed to attend in lieu of the 
backlog of new player requests is 
another matter entirely! The three 
bitterly disappointed runners-up 
were aSp (Aurora), Virrago (ECAID) 
and Zhuge Liang (CRC). If you 
would like to be considered for 
future ISD adulation, start digging 
at www.myeve-online.com/isd.asp. 


eter 


It’U be the best five minutes 
of EVE you'll never play 


¥ Back in April the EVE community was treated 
to the release of the Evolution Trailer, a two- 
minute movie that offered a tantalising glimpse of a 
so-called ‘Episode I’ that would, it seemed, chronicle 
the exploits of Evolution, one of EVE’s longest- 
running and revered corporations. But it wasn’t the 
subject matter that had the forums buzzing with 
anticipation, but the methods employed by one Bob 
Blosser, aka Biff Steel, who made the trailer. 
Previously, player-made videos have relied 
exclusively on in-game footage, captured and edited 
often with great skill, but the Evolution Trailer hinted 
that the film it would precede would feature 
remodelled and retextured ships and new special 
effects, all of it produced with a respect for cinematic 
convention rarely seen in any previous devotee 
production. Not that there haven't been stunning EVE 
movie productions created before and since, but in 
more ways than one, this was something else. 
The response to the trailer was overwhelmingly 
positive, with offers of help arriving from all corners 


Bob Blosser and his 
Wildcard Productions 
team hope that their 
work on their EVE movie 
will lead onto bigger and 
better things 


of the EVE community. As a consequence 
what was a one-man show, is now 
almost a full Hollywood production, or as 
much as a no-budget fan movie can be. 

“When | started this project | intended 
to do it more or less by myself,” says 
Bob, who’s been a professional 3D 
animator for the last 10 years. “Of 
course, one person can only do so 
much and expectations have to be 
realistic. When the trailer was released 
| got a huge number of requests from 
people offering to help me with 
Episode 1. Now, with the addition of 
key people helping, we can collectively 
achieve a movie standard that wasn’t 
previously possible.” 

The higher standards are evident in a 
short clip we were sent of a Prophecy 
battlecruiser flanked by two Sacrilege 
heavy assault ships warping into a 
system. For a start the warp effects, 
reminiscent of a decloaking Star Trek 
Klingon starship, eclipse any in-game 
effects, and the ships themselves, 
rebuilt from original game models with 
consent from CCP, are far more detailed 
than even the ships that featured in the 
original trailer. 

“Recently we worked out the final 
details of the production pipeline. We 
also ran lots of tests in order to improve 
on elements from the trailer. Now we 
are well into animating, rendering and 
compositing the 35 total shots in 
Episode I. We also hope to have a new 
trailer ready in time for the Fanfest.” 

Bob hopes to have the first five- 
minute episode, now named Darwin’s 
Contraption, ready for release early 
next year, with plans to conclude the 
story over the course of a further three 
as-yet untitled episodes. Most of 
Episode | will feature ship combat with a 
professional voice-over artist relaying 
the story, but in future episodes Bob and 
his team are hoping to introduce 3D 
characters. Clearly ambition is not a 
problem with these guys. 

“It's actually become a bit easier now 
that I’m working with a small crew. It’s 
kind of ironic though; I’m not doing it all 
myself this time but the day-to-day 
management has become more 
demanding. Being the project leader 
and the animator make time 
management the most challenging 
aspect of this movie.” 

We'll be taking a closer look at 
Darwin’s Contraption next issue, 
when the film will be nearing 
completion. Until then keep an eye 
out for future announcements on the 
‘Video Interviews, Documentaries and 
Film’ section of the EVE Insider forum. 


THE MAIN EVENT 


2» FANFEST IS ALMOST UPON US 


As you read this hundreds of EVE players 
are packing bags, hunting down 
passports and grabbing some krona in 
readiness for the annual pilgrimage to 
Reykjavik for the second EVE Fanfest, 
which runs October 20th to 22nd 

As with last year’s event, the EVE 
player gathering will shadow the Iceland 
Airwaves music festival [which sees acts 
such as The Zutons, Gus Gus, 
Babyshambles and The Licks headlining 
venues across the Icelandic capital), so for 
those eager to avoid contact with the real 
faces that haunt them in-game, there will 
be plenty of opportunity to evade the 
bar-campers and drink in some Icelandic 
spirit with the locals — if you can afford it 

CCP’s musical director Jon ‘RealX 
Hallur will again provide further 
crossover between Airwaves and EVE 
events and will be performing a live 
sequence of EVE tracks both old and new 

As to the focus of the Fanfest, CCP will 
be chairing a series of roundtable discus- 
sions, as well as heading a main panel 
similar to last year’s Q&A session. CCP is 


WARP DRIVE ACTIVE  -vconon 


keen to stress that the schedule is bigger 
than last year, with events planned for 
both Friday and Saturday, the general 
aim to spark more interaction between 
developer and players 

Kali’ will be formally unveiled, of 
course, and although planetary flight has 
yet to be confirmed in the expansion’s 
features list, a new demonstration of 
what was the highlight of last year’s 
event is mooted, along with a sneak look 
as post-Kali EVE 

CCP plans to 


Pic: Hérdur Sveinsson 


They're all 
winners in 
our eyes 


No, not the 
CCP ‘Big 
Band’, The 
Bravery at 
Airwaves 
2004 


decent enough evening, but not before there were chronic hold ups at the bar and a 


subsequent cancellation of party games 


“Yeah, we ran into a number of problems last time,” admits CCP part-time barkeeper 
Nathan Richardsson. “We weren't prepared for so many people really. This time, we are 
prepared and the Saturday event will be awesome. We have some real surprises lined up 
for that. | have heard rumours that the Quafe Queens will be far more real this time.” 

Whatever that could mean, we have no idea, but we look forward to finding out. E-ON 
will, of course, be attending all the festivities and you can expect a full report next issue 


ICELANDSPACE CARGO VESSEL IA-GF201 
ENROUTE TO REYKJAVIK, ETA 2.4 HOURS 


CARGO HOLD A: 3500 CUBIC METERS - BEER 
CARGO HOLD B: 1500 CUBIC METERS - BEER 


PASSENGER HOLD: 1000 CUBIC METERS - ALREADY-DRUNK BRITISH PLAYERS 


CAN | JETTISON 
YET? THEY’RE GIVING 
ME A HEADACHE. 


PLEASE DO. 
HEY WHOA, WATCH IT! 
NOT THE BEER, MAN. 
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CHARTS 


ai TOP 10 MOST 
DANGEROUS 
SYSTEMS 


(by total registered ship kills over 
last three months} 


SYSTEM REGION 
PF-346 Syndicate 
Yulai Genesis 
EC-P8R Pure Blind 
Oursulaert Essence 
Jita The Forge 
Kisogo The Forge 
Niyabainen The Forge 
HED-GP Catch 
Rens Heimatar 
P3EN-E Vale of the Silent 


3 TOP 10 MOST 
NOTORIOUS 
CORPORATIONS 


(average security rating of all corp 
members. Corp size =25) 


MAFIA [MAFIA] 
Sniggercdly [SNIGG) 

The Royal Syndicate [T-R-S]} 
Blood Inquisition [BLN] 

Infinitus Odium [INFOD] 

Wings of Redemption [WOR] 
Random Acts of Violence [R463] 
The Short Bus Squad [TSBS] 
The Lost Souls [TLS] 

LEGION [MMIV] 


st TOP 10 MOST 
WANTED 
CORPORATIONS 


fotal ISK bounty of all corp members 
/ No of members. Corp size =10) 


LEGION [MMIV] 

The Royal Sundicate [T-R-S] 
Black Nova Corp [BNC] 
Beer and Kebabs [BNk] 
KROM [KROM}) 

nfinitus Odium [INFOD) 
Shinra [SNRA]} 

Contraband Inc. [CONIN] 
Sniggerdly [SNIGG] 

The Short Bus Squad._[TSBS] 
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card 


EVE OFFLINE 


2» SAVE YOUR SCREEN WITH THE GREAT NEW EVE TRADING CARD GAME 


Formally unveiled at the recent GenCon gaming expo 
in Indianapolis (www.gencon.com) and due to be 
previewed at the Fanfest later this month, EVE’s first 
offline game is a collectible trading card game (CCG) 
designed by Pétur Orn Pérarinsson, with a little help 
from various CCP game designers. 

The game, which has yet to be named (though, of 
course, EVE will feature in the title somewhere), has 
you controlling a corporation, with the aim to 
eliminate rival corporations on your way to galactic 
domination. “It’s like EVE in fast forward,” said CCP 
co-founder and Creative Director Reynir Hardarson. 
“The EVE universe is a perfect setting for a CCG; the 
game is highly strategic and it closely captures the 
EVE ‘feel’. This fact makes the game much less 
abstract than many card games out there and makes 
it appealing for all types of gamers.” 

Currently being tested in-house at CCP, the game 
has become something of an office favourite in recent 


3 TOP 10 MOST POPULAR SHIIPS 


#1 Kestrel 


#2 Bestower 


#4 Bantam 


#5 Merlin 


weeks (which may account for a few things). 
Hopefully, the finished game will be available next 
spring, although with regards to a manufacturer and 
final price, CCP are keeping their cards close to their 
chests (ahem), although we're assured the price will 
be in line with the likes of Magic: The Gathering and 
Game of Thrones. We'll have a full playtest preview 


next issue. 


The new EVE 
collectible 
trading card 
game - like 
EVE in fast 
forward 


#3 Rifter 


#6 Condor 


NEW MODEL NAVY 


2» CCP TO SCALE DOWN SHIP MANUFACTURE 


Although we've been screaming out for EVE-branded corn plasters since the EVE 
Store opened it’s online doors, CCP has decided that rather than bend to the will of 
the players they will go ahead with plans to release scale models of the most popular 
EVE vessels. 

Currently the ships only exist as prototypes and the scale and material used will 
only be decided when final costs have been considered, which to a large extent will 
depend on who the manufacturer is. CCP has, however, decided that pre-assembled 
kits will be available rather than fix-together models, simply because in-game assem- 
bly is near instantaneous and to have builders hunched over tubes of glue and frames 
of plastic parts would mean people wouldn't be playing EVE as much as they might 
like. Similarly, the finished models will be fully painted, using modified textures from 
the game, although we'll be within our rights to repaint them should we wish to, 
unless CCP re-writes the EULA. 

Although the company has yet to decide on the final list of ships that will be avail- 
able, each ship will only be to scale in relation to other vessels in the same class, which 
means that if you want your Apocalypse to look good against a Tormentor, either the 
frigate will have to sit some distance away, perhaps in the garden, or, better still, hang 
some small peeled prawns around the battleship to create the same effect. 

Asked whether the Thorax would be available as a multispeed 9in latex rubber 


‘deluxe’ model, CCP was happy to confirm that it will, maybe. EVE widows rejoice! 


. 
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jodel prototype is 
Ong. Its corpse-like 
)because the model is 

liquid photopolymer 
a clever process called 
thography, or 3D printing. 
fhe final production model will 
Took (and feel) much different 
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2» ONE'S REAL, THE OTHER (SORT OF) ISN'T 


In a recent Dev Blog we asked you to email us pictures of 
yourselves, not because we're conducting a survey as to 
whether online gamers are generally less attractive 
than the general human population (although we are and 
initial findings are less than favourable), but because we 
were intrigued as to whether any of you 

have a passing resemblance to 

your in-game characters. Since 

half the in-game population 

is disproportionately 

female in comparisron to 

their real-life counter- 

parts, we shouldn't be 

too surprised that the 

response was a Little 

disappointing. Next time 

we expect better [yes, 

we plan to do this every 

issue), and just to give you 

some motivation, we've 

decided to award all our 

entries for this issue with an 

EVE T-shirt. Well done. 


Jason Haselbauer, 
Minneapolis, USA 


What new feature or improvement would you Like to see 
in EVE over the next few months? 

Any improvements to the mining profession... be they 
Tech 2 mining barges, mining boosting modules, new 
mining skills... Anything to give me more ore per minute! 


Daniel Fadil, 
London, UK 


What new feature or improvement would you like to see 
in EVE over the next few months? 

I'd like to see a fix for the much-decried ‘hired goon 
doesn't have a capcharger 2 BPO’ bug. 


How would you like to walk out of your front door 
dressed top to toe in EVE gear? T-shirt, cap, scarf, 
fleece, hat, socks... perhaps another couple of 
T-shirts over the top, just in case that lot fails to 
keep you warm as the dark, cold, winter months 
creep ominously towards us! Well you could be 
doing just that if you enter this issue’s competition, 
in which one lucky E-ON reader will win a massive 
haul of EVE merchandise, from clothing and mugs 
to keyrings and CDs. We’ll even throw in a poster of 
your choice signed by the CCP development team. 
We’re talking more than $500 worth of stuff! And 
that’s not including the free postage costs! 


Entering is simple; just cast your eyes over the photo below, of CCP 
demonstrating EVE at the recent ChinaJoy games expo, and come 
up with a caption witty enough that it will have us snorting coffee 
out of our noses. The greater the displacement of coffee, the greater 
your chance of swiping the loot, it’s that simple. And of course we'll 
be printing the winning entry next issue. What are you waiting for? 


The rules: Anyone can enter. We'd prefer it if you were an E-ON subscriber, but if 

youre not, that's fine. Of course, if you are and you inform your EON-eschewing friends 

to enter, there's less of a chance for you! Entries must reach us before midnight (EVE time 

on 21 December 2005. Any entries after that time will be deleted from our inbox (it may be 
Christmas, but our inbox doesn’t know that), Send entries to win@mmmpublishing.com. 
Include within the email your name, age and full address, including country and postal/zip code 
lhe winning entry will be informed by email on 6 January 2006. If there is no response to the 
notification email within 48 hours, another winner will be selected, and so on until there are no 
winners left, in which case we'll sell the loot on eBay and give the money to charity. The decision 
of the judges is final. Yadda yadda yadda. Hello, does anybody ever read this stuff? That's it, 


done. Enjoy the rest of the mag. Good luck 
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EVE VIEW 
TRUST NO-ONE... 


>>>...ESPECIALLY IF THEY LEND A HELPING HAND 


It’s old news, but many of us still find ourselves 
shaking our heads in quiet disbelief when we think 
about the scale of the betrayal that the Guiding Hand 
Social Club pulled with regard to its most celebrated 
contractual heist. It wasn’t so much the in-game ,_ | 
value of the assets that were stolen that shocked (a 
claimed 30bn ISK), more the manner in which they 
were acquired; allegedly the sting warranted a ten- 
month-long period of deception, during which time 
deep-cover operatives managed to worm their way 
into a position of absolute trust with their target, 
completing their co-ordinated betrayal with cold, 
unflinching precision. 

On the one hand it was a despicable act, one that, 
certainly, in this case, impacted on many other 
players apart from the intended target, players that 
may have put far more effort into building up their 
corporation as GH-SC did in destroying it. Whether or 
not the target had it coming to them, their charges 
surely didn’t deserve to be hounded from the game, 
which some were. Corp thefts are humiliating 
enough, this one especially so in light of the boastful 
gloating that has spread beyond even the bounds of 


our modest universe, with a four-page feature 
devoted to the heist in a recent issue of PC Gamer 


UK. Players have left the game and will never return. 
In effect, they've fallen on their swords and CCP has 
lost tax-paying customers as a result. GH-SC have, by 
their actions, halved CCP’s annual Brennivin budget. 

It all could have been avoided. As CCP has pointed 
out more than once, EVE probably has the most 
extensive ‘shared resource’ system of any MMOG. 
And the problem with having shared resources is that 
they are subject to theft. Either we don’t share, or we 
have to trust people. Betrayal is a hazard we accept 
as a consequence of trust; as it is in life, so it is in 
EVE. Sharing is therefore a good thing. But does CCP 
give us the right tools so we can keep those we trust 
away from our most prized possessions? The 
of online play means we can’t look a player int 
and catch sight of the give-away guilt that migh 
otherwise be obvious. 

Until we can, the tools we have will have to do. 

The only deterrent to others is that the bar has been 
raised. If you can’t top GH-SC, why bother? I'll be 
surprised if GH-SC could top themselves [and | 
know many who would like to see them try). 

As | kick up the dust that had settled on this most 
incredible incident, we must see it for what it was - 
an exceptional event that is unlikely to be repeated 
on such a scale ever again, certainly not if players 
heed the age-old axiom; ‘keep enemies close 
and friends closer still’. 


www.ushrakhan.net 
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FoR THE ONLY WAR 


:] 
— ) Ushre’ehon ciliance. .. 
-R. evolution 8 - The Peoples Front of Minmatar - Stormriders - RCS Assault Squad - BP Heavy Industries 
- Freelance Unincorporated - Masuat’aa Matari - Smak Enterprises - The Wings of Maak - Friggin’ Masters 


AGNIFICENT AND INFINITE, 
VE'S FRONTIER IS A CRUEL 
AVEN FOR EXPLORERS, 
RADERS AND THOSE 
EEKING ADVENTURE, 
ORTUNE AND IMMORTALITY. 


F YOU ye 10 SUBMIT 


DITION OF E-ON, PLEASE 
ISIT WWW.EVE- 
NLINE/EON/GUIDELINES 


This unassuming stargate is a slingshot 
to the infamously dangerous system of 
| EC-P8R. The connection marks part of a 
* vit pa artely between the untamed virgin 


_>>EWOK-K (PURE BLIND) | 


SCREENGRAB: 
ATANDROS 


ROM THE EDGE 


>>> SAYARTCHEN (DOMAIN) 


Rogue drone strains have 
penetrated even here, an 
ancient mining station near 
the heart of the Amarrian 
Empire. The tremendous 
amount of wrecked equipment 
attests to the threat the 
rogues pose to mining 
operations across the cluster. 


SCREENGRAB: 
XAVIER BELT 


 ) 


_ >>> KOMAA (THE BLEAK LANDS) 


_ =! —— 3 Past and present meet: 
f La 7m - a decaying monument 
Pty oa ee = - signifies the once-bountiful 
ss SS days of a fading empire. It 
= by ‘n shares its planetary orbit 
ge ae with an operational station, 
<A 2 A § representing the hopes of 
oa ., eae a bright future for those 
ee”) Aa aS whose livelihoods are 
Sain 82 intertwined within it. 

= — ae 


>>> SOBASEKI (LONETREK) 


A Brutix-class battlecruiser 
and Scorpion-class battle- 
ship lock horns with a Blood 
Raider patrol. The Brutix 
pilot, keeping its distance, 
pummels a distant cruiser 
with its railguns. Meanwhile, 
the Scorpion, enshrouded in 
a frenzied cloud of energy, 
absorbs the laser beams of 
\\ the entire Blood Raider force. 


TEKYONG CARLUNAIRE 


SCREENGRAB: 


>>> HEDALEOLFARBER (MOLDEN HEATH) 


om 
<% 
oS A lone Rupture investigates a 
— = iG & strange, unidentified signature in 
f& th space. Enigmatic and defying 
uy the ability of his computers to 
= discriminate from background 
a Y 


interference caused by 
Angel Cartel electronic 
countermeasures, the pilot 
moves in for a closer look. 
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KJARTAN PIERRE EMILSSON 


CCP STARTDATE: July 200! 
POSITION: Lead Game Designer 
AKA: ‘Lekjarf 
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THERE ARE SOME VERY ' PE 

AMPLE EVIDENCE OF THAT. Kd 

IS BY FAR THE SMARTEST. NOT C VE 
MATHEMATICAL PHYSICS (A QUALIFICATION THAT 

RIGHT TO INSIST HIS COLLEAGUES CALL HIM ‘DO 

INCLUDES SUCH WORKPLACES AS THE ARIZONA CENTER F 
MATHEMATICAL STUDIES AT THE UNIVERSITY OF ARIZONA, 
SCIENCE AND ENGINEERING INSTITUTE OF THE UNIVERSITY OF 
ICELAND. HIS GREATEST BREAKTHROUGH, HOWEVER, HAS BEEN 
WHILST AT CCP. CREATING THE MATHEMATICAL MEANS THAT WOULD 
SEED AN ENTIRE UNIVERSE — THAT OF EVE (WITH A LITTLE HELP 
FROM DOUGLAS ADAMS, OF COURSE). 
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What brought you to CCP? 
I played a lot of MUDs (Multi-User Dungeons) 
when I was doing my thesis in France 15 years ago, and 
became aware of the addictive nature of these games. At that 
time I even toyed with the idea of doing a commercial MUD through 
the French Minitel network. When I came back from my studies, around 
1995, I really wanted to work on something along those lines and it so happened 
that an Icelandic Internet startup, called OZ, that had previously been a 3D produc- 
tion house, was forming at that time, and I became the CTO of that company. There I met 
Reynir (CCP co-founder), and ultimately, as we grew along with the Internet bubble, many other 
future CCP employees joined, like Hilmar (our CEO) and Matti (our Lead Programmer). During those 
days, we did a lot of brainstorming about creating multiplayer 3D communities and games, though in the 
end that company drifted slowly away from the 3D aspect of it. Reynir went ahead with the idea, and when 


he asked me to hop over when the foundations were finally coming together it really was a no-brainer for me. 


What does a typical working day involve? 

Define typical? There are days of great smugness when you finally think you have found a neat mathematical 
solution to some thorny design issue. There are days of great mental anguish trying to find out exactly what 
is wrong with aforementioned solution. There are days of great ecstasy when, after months of crunch and 
sleepless nights, a patch is sent out and players love it. There are days of dark brooding when same players hate 
it. All in all, a heady mix of typical days that are likely to shorten your life expectancy by 10 years or so. 


What is it about EVE that inspires you to expand upon the ideals of the game? 

For me it is without any doubt the rich, emerging gameplay that has grown more and more deep and involved 
as the number of interacting players increases. It’s like having been playing around for years with inert 
chemicals and suddenly hitting upon a mixture that spawns life. It was always our theory that a single-shard 
game would lead to this, but actually seeing it come to fruition is fascinating. 


Do you play much EVE yourself - for fun? 

No. I played early on in the game, but quickly realized that to have any chance to compete with the hard- 
core players I would have to sacrifice the precious little time I have left with my family. | sometimes go in, 
train some skills and do an occasional mission, but I have long foregone any hope of becoming an EVE 
tycoon. 


What aspect of EVE’s gameplay or design are you most proud of? 

I think the economic system came out pretty good and it was one of my main design concerns from the start. 
My aim was to have an economy and market that would come as close to a real economy as possible, with 
unpredictable fluctuations and large-scale trends and with as little interference from us as possible. The theory 
looked solid, but it was really impossible to know beforehand whether it would actually work or not. I think 
it did. On a lower level, the real-time distribution of the physical state of the solar systems (known as Destiny) 
was the most mathematically and programmatically challenging problem, as it is quite central in the logic of 


the game, and it has been in constant evolution and optimization since then. Both of these still keep me busy. 


We haven't seen ‘LeKjart’ on the forums for years. Why? 

During Shiva, we decided to make a clearer distinction between game design and the actual live EVE content. 
Basically, after the game launched, we had this conscious aim to continually improve the game with free 
expansions. For this to happen, we had to define better the pipeline from idea to Tranquility, going through 
design, graphics, programming and testing. As part of this we lined up many talented hard-core players, 
headed by Nathan, to be the interface to the player base and the actual gameplay design on TQ. They do 
fabulous work, both in design and authoring, allowing me to nurture my mad scientist personality trait 
quietly in the background, and look a little further ahead in the future of the game and CCP in general. 


How would you compare your job as a designer to that of a producer? 

From my point of view the game designers dream up great features, producers turn them upside down and 
Quality Assurance’s job is to figure out what the hell it was meant to do in the first place. No, but seriously 
we get good ideas from everybody in the company as well as from the community. The greatest puzzle is on 
how to fit them all in and finding time to implement them. 


The Rise and Fall of the American Empire by 
Niall Ferguson. All very rewarding and 


1ze 


ddiction I was exposed to. 


Moria on Unix, followed by countless 
f MUDs, later made me real 


that gaming could become a_ health 


eye-opening. 
variants 0: 


The Hobbit and Elite on Sinclair Spectrum 
serious game a 


Favourite computer and/or video 
are probably responsible for the first fix of 
problem. Since then, I guess it has been 
more of a pursuit of the original rush. 


game and why (EVE excluded)? 


EVE had it rough in it’s early months? Did you 
ever expect EVE to survive this long - and grow? 
I think we crossed the Rubicon at least one year before 
the launch, so after that, surviving became visceral. The 
steady growth is heartwarming, though I expected the 
road to be more bumpy. 


How so? 

Well, for example, we haven't seen any mass exodus to 
other successful games such as World of Warcraft, while 
other games have been much harder hit. This shows that 
EVE has a strong pull once you get into it. Nearly half 
of the users that were with us at day one are still with us. 


That is really impressive loyalty, which we appreciate. 


We saw planetary flight at last year’s Fanfest. 
Sadly it seems EVE will have to wait a while 
longer for that feature. What has been the 
difficulty in designing such features to fit in 
with the EVE universe? 

I think that such a strongly visual change warrants a 
significant change and addition to gameplay as well» We 
could have introduced this as a gimmick, but that would 
not show proper respect to all the opportunities that it 
gives us: Do you have ground units, do you interact 
with them, do you have full planetary details on all 
planets, etc? Very quickly this becomes a space version 
of Battlefield 2, which is all very good, but it is our 
opinion that more work needs to be put in tosthis to 
make it a literally ground-breaking new expansion. 


What is it about EVE that most interests you as 
a scientist? 

My background is in pattern formation and chaos physics. 
The main gist of that science is in understanding how 
simple physical processes can generate arbitrary complex 
and structured large-scale behaviors. I have been 
fascinated with this since childhood, and I tried to put 
some of the theories in practice in some elements of the 
design. The EVE world certainly shows some incredible 
large-scale patterns today, and as such it fascinates me. 


What mad scientist ideas have you been 
thinking up for EVE, circa 2010? 

I would expect all the different genres of gameplay to 
merge more and more into one. EVE as a highly 
hierarchical and rich RTS at the highest level, down to 
a FPS at the lowest level, going through space combat 
and Battlefield-type of gameplay on planets in between. 
Sort of covering everything from the microscosm to the 
macrocosm. We have evolved EVE timidly in some*of 
those directions, but I can imagine EVE wheré=alleof 
these types of gameplay are pushed to the extreme of 
future hardware and somehow make it work and make 
sense and be interesting and fun. Like filling in the 
details of an endless fractal. It probably can’t be done, 
but at least we can die trying. [§ 
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Fresh out of the State War Academy, 
and with a naivety befitting one so 
green to the ways of space, Avi 
Tarken is astonished to discover such 
appaling mercenary behaviour in a 
place so beautiful... 
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“Awesome!” 

An ocean of stars set against a stunning wash of brilliant colour greeted Avi Tarken’s 
eyes as her gleaming fresh-off-the-showroom-floor Condor frigate burst from Kisogo 
Station’s hangar bay. God must be an impressionist, she thought, devouring the glory of a 
distant nebula with her eyes. In that moment she made one of the cardinal mistakes every 
new capsule pilot eventually makes — she smiled. 

Recoiling at the vile hydrostatic fluid now filling her mouth, she nearly gagged. It would 
take her a long time to adjust to being an egger, she mused, but now she had eternity at her 
disposal. A carbon copy of herself waited at Kisogo, ready to be imbued with her soul should 
she perish in space. Avi had always dreamed of this — since childhood, she'd found herself 
enraptured b ies of daring capsuleers establishing nation-states in the wilderness; even 
uncovering mysterious monoliths and artifacts lost to the millennia in the no man’s land 
between star systems after a chance drift through the fringes of civ To Avi, this was 
the great frontier, the crucible where dreams were forged to fruition. Nothing was beyond 


__ her reach now. Incorporating a business of her very own, mining a fortune in the frigid rock 


belts she visited two days prior in her ‘old Ibis, and perhaps even trading fire with outlaw 


marauders plaguing less-secure systems. 


This last part would have to wait, she agreed as her sweeping cam-drone eyes came to 
rest on the twin hundred-and-twenty-five millimetre turrets jutting from her Condor’s wing 
~ the awful stories Avi heard in interstellar orientation class back at Kisogo still left her with 
a gnawing dread of combat in space. Fresh in her mind was the weapon merchant's sales 


pitch; oh, how he went on and on, extolling the many 
virtues of his ‘One-twenty-five mill ‘Castigator’ linear 
kinetic accelerators, guaran-damn-teed to blow a hole this 
big in anything you point it at!’ He even offered to throw in 
a few crates of slugs, ‘just ‘cause she was pretty’. 

She shivered. Violence was simply not her way. Not that 
appealing. She had always managed to set herself apart in 
this way from her classmates at the State War Academy. All 
of them seemed so bloodthirsty, so eager to kill. She took 
comfort in that moral high ground — didn’t they understand 
that what lay before them was nothing short of heaven, a 
place so vast and free that people had no reason to shed 
blood for any part of it? F 

: “Autopilot approaching stargate.” 

. Avi half-heard the ship Al’s sedate announcement, and 
willed her autopilot offline. The vista before her was truly 
breathtaking — Kisogo’s star was just now cresting a nearby 
rock-world and bathing the rush of stargate traffic in a 
golden hue. Truth be told, she had only visited three star 
systems so far, but this place was her favourite. 

The young pilot couldn't contain herself. “Paradise!” 

“Where?” The male voice filled her mind, and Avi 
blushed furiously. In her awestruck state she'd neglected to 
release the broadcast toggle, and inadvertently transmitted 
her innermost thoughts on the local channel. Never one to 
pass up the chance at a conversation, she replied without 
skipping a beat. 

“All around us! Don't you think it’s wonderful?” 

When the voice came back, she traced it via carrier iden- 
tification to a small group of ships holding position just off 
the gate’s periphery. “Oh, that paradise, I thought you 
meant the warhead. Yes, I suppose it is rather awe-inspiring, 
though you do tend to get used to it. New pilot, I take it?” 

She inched her Condor closer to the ship that her Al now 
recognized as a Zealot class assault cruiser. In perfectly fixed 
formation above and to the sides of that gleaming predator 
were two Malediction interceptors, appearing to Avi like 
menacing daggers. She wondered what such deadly 
warships were doing in so secure a star-system, standing out 
among an idyllic stream of civilian cargo tugs. 

Almost forgetting herself, she blurted out a reply. “Yeah, 
that is, yes sir! I’m just a week out of the meat-grinder, how 
about you?” She referred of course to the State War 
Academy, an institution seemingly hell-bent on churning 

out semi-competent eggers. 

“Oh, I’ve been out here for... decades now.” His comm- 

avatar certainly seemed heroic enough for Avi’s liking. She wanted 


to know more about this Caldari fighter. 
“So what do you do out here? Corporate enforcer?” She chirped. 
“Mercenary”, the captain trailed off, clearly scrutinizing multiple 
comm-channels. “You?” ~ 
He had to be kidding, she thought, glancing over the captain's public 
profile. She had heard of mercenaries, those capsuleers who sold murder as 
though it were an SCC-sanctioned commodity. He seemed too nice. And 
no self-respecting mercenary corporation would have a name like that. 
“Don't know yet.” Even Avi heard the ice in her formerly chipper 
voice. “Whatever it is though, it probably won't be as... exciting as your 
line of work.” 


Avi received no reply. The interceptors before her were gone from sight, and the handsome 
captain's assault cruiser was barrelling straight toward her. She felt the rumble of its passing in 
her hydrostatic cocoon. Whipping her cam-drones around, she repeated her earlier mistake as 
her jaw dropped in disbelief at what was unfolding behind her. 

Bright bolts of light shot from the interceptors faster than she could count them, their 
silhouettes little more than shadows hurtling in break-neck orbits around the immense 
Gallente battleship. This was Avi’s first time seeing one up-close, and she felt her stomach do 
a cartwheel when the first of its great cannons answered the interceptors’ assault. An errant 
blaster-shell streaked crackling past her Condor, missing it by what felt like inches;.faster and 


faster the battleship began to spit hell at its assailants, deep concussive blasts washing over her 


gnat-like frigate like tidal waves. Se 


“Justify it? You make killing sound as if it’s something worth rationalizing.” There was a 
steadfast and grim resolve to her conversation partner's voice, suddenly coming loud and clear 
through the onslaught of fire. 

The Megathron’s drone bay slid open. Avi knew that combat drones were the capital ship's 
first line of defence against small aggressors. Were this any other moment, she would have been 


formulating a stereotypically idealist retort to the other captain; instead, Avi merely prayed she 


would get out of this mess without having to resort to a clone. 

“Out here, killing comes as naturally as breathing.” His voice was so cold now, so unnaturally 
devoid of excitement. Now came the drones, spilling from the battleship’s gaping hangar. 
Swarming, angry, they made for the interceptors, but did not get far before the 
mercenary Zealor’s lasers spoke. So that’s why he kept his distance, Avi realized. At 
distance, his lasers could track the tiny drones easily. In seconds, there was nothing left of 
the drone swarm but a blizzard of tumbling shrapnel and eerily flinching robotic limbs. 

“Take the InterStellar Kredit with which you do business. Did you know it has an 
exchange rate for human lives?” The mercenary droned on callously. As the Zealot’s 
murderous pulse lasers turned on the iridescent-hulled battleship, she realized that this 
was no glorious battle from the holovids. This was a slaughter. Local was alive with 
the screams of the dying. 

“Mayday, mayday, mayday! This is the merchant escort battleship Wintersong! We 
are under attack! Any loyal ships help us! For god’s sake help us!” The panic in the 
Gallente captain's voice brought tears to Avi’s eyes. 

The punishing cannonade took on a brighter hue as numerous plumes of roiling 
white gas broke through cracks forming in the Megathron’s carapace. Each fierce 
spear-point of light seemed to gore and ravage her superstructure, and Avi found 
herself stunned that so small a warship could wreak such havoc. The battleship’s 
blasters frantically redirected all fire toward the mercenary, but it was far too late. \ 

“Six thousand lives aboard that ship, and fifty million ISK to sink it. You do the 
math.” The captain blankly elaborated on his handiwork, not in the slightest distracted 
while maintaining his murderous barrage. The way he spoke, not gloating or mocking 
but utterly devoid of joy, made Avi aware that he had probably been at this for a 
lifetime. Was this what lay in her future? Was this what she would become? 

The Wintersong died ingloriously. No spectacular explosion, no shattering shock- 
wave — her lights merely winked out and her singed, burning hulk was all that remained. 
Still, the mercenaries peppered the dead wreck with unremitting fire, clearly set upon 
preventing even a single crewman from escaping with his life. Being no more than three 
klicks off its starboard afforded Avi a visceral, chilling view of Kisogo’s newest mass 
grave, and she averted her cameras from the horror. 

“Six thousand lives. Six thousand strands of fate, severed, just like that. You would 
do well to abandon your naivety, Avi Tarken, or this universe will eat you alive,” con- 
cluded the butcher as his wing of predators stretched out and vanished into warp. His 
parting words arrived a split second before his avatar entry vanished from local comms. 

“Welcome to EVE.” . 

A piece of Avi Tarken died. [6 


®) You make killing sound as if it's something worth rationalising 


u 
Now between the stargate and the handsome captain's warbird, Avi could hardly see the bloom of 


light behind her, or the city-sized behemoth that burst from the gate’s mouth. Soon as it did, the Tom Czerniawski lives in Ontario, Canada and has been 
Megathron class battleship — lit up like downtown in space — began to anxiously bank and turn. playing EVE since Beta. He has written four Chronicles for 

“See, I'm a pacifist, this girl wouldn't harm a fly!”, she continued, aware but at the same time obliv- the EVE website and is the author of the infamous Hamish 
ious to the stir of movement in her field of view. “So how do you justify killing people for money?” Saga — www.tribaltrustofpator.net 
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EVE’s Nathan 


2) Richardsson, has had way too much to 
drink. The day before, his brain was bursting 


Senior Producer, 


with ideas; now, just 24 hours later, those ideas 
are compacted to the size of a couple of 
Paracetamol as his head strains to contain a 
hangover the size of a freighter, one of the two 
new super-sized ship classes introduced with 
the recent Cold War Edition patch. 

What lead him and his colleagues to become 
slumped over their desks, heads throbbing like 
damaged frigates trapped in a barrage of soft, 
thudding missiles, was ‘Kali’, the mysterious 
(and surprisingly still apt) codename for the 
next instalment of EVE Online. You see, rather 
than file neatly into their space-age conference 
room, CCP’s think tank of artists, designers 
and programmers instead elected to bash out 
the finer points and intricacies of the next EVE 
release in a nearby hostelry and, as the ideas 
flowed, so did the beer. Let’s hope somebody 
was writing it all down. 

“It was very productive,” says Richardsson, 
smiling through glazed eyes. “Now, if you don’t 


mind, I’m going back to bed.” 


JUMP DRIVE INACTIVE 
The grand ideals of Kali had already been 


etched in stone long before the recent closed- 
door, beer-fuelled brainstorming session. In 
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fact, the vision of vast Death Star-like ships has 
been one that veteran EVE players have been 


clamoring to be a part of since before the game 
went on sale; back in May 2003, we were 
assured that titans — gargantuan resource- 
hungry super-destroyers — would soon be a part 
of the game. We knew, even then, that they 
would be exclusive to the super rich, but we 
had no idea we would have to wait as long as 
we have. Some players even bought and trained 
the Jump Drive Operation skill in readiness, 
but titans remained, frustratingly, available 
only to writers of Chronicles, rulers of empires 
and the speculative musings of forum regulars. 
Of course this was long before ‘soon’ became a 


CCP byword for ‘maybe’.G 
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“The original plan was for titans just to be 
huge ships, kind of like mobile stations,” 
refreshed and 
Richardsson some days later. “That concept 


admits a clearer-headed 
didn’t really appeal to us, it didn’t add to the 
game or give titans a specific role. As players 
had done with battleships, we just foresaw 
them being used to mine out asteroid belts.” 

It was in the aftermath of last year’s Exodus 
expansion that titans were pinned back up on 
the drawing board, their role as ‘fully mobile 
stations’ quickly downgraded as moveable 
starbases (player-owned structures, or POS) 
and outposts (conquerable small-scale stations) 
have become available. Instead, whilst Titans 
will have the capacity to act as a field base deep 
within enemy-held territory, their intended role 
isnt so much to complement stations and 
structures as to help wipe them from 
existence... metaphorically, at least. 


AGE OF EMPIRES 


If EVE’s current ships can be likened to a 
medieval army of archers, pikemen and knights 
in shining armour (not forgetting peasant 
militia, mercenaries and spies), it's not hard to 
imagine starbases and outposts as encampments 
and keeps. The problem has been that, until very 
recently laying siege to a POS was like an army 
of pikemen trying to lay waste to a fortress; even 
if a few could reach the outer wall, all most 
could do was chip forlornly at it’s foundation — 
casualties often being so high that it was easier 
to pitch tents, keep the enemy pack mules at 
bay and wait for the POS to starve itself into 
defeat rather than assault it head-on. As CCP 
saw things, it was time to wheel in the catapults; 
a new class of vessel would be needed to lay 
siege to and eventually reclaim such sites and 
return starbases to the nomadic role for which 
they were originally intended. 


CCP has had to 
move away from 
established racial 
designs: the Matari 
feighter could 
almost pass itself 
off as a Caldari ship 
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JUDGE DREAD 


It is the dreadnought, slowly emerging in 
greater numbers from the Cold War fallout, 
which is intended as the out-and-out combat 
vessel among the new class of capital ships, 
soon to be joined by carriers and titans. The 
dreadnought is the trebuchet, if you will; able 
to spit heavy laser fire or hurl charged 
projectiles in order to break apart defences that 
previously were nigh-on impenetrable. 
However, here is where we must leave the 
medieval history comparisons behind, because 
whilst you could compare a titan to something 
like a mega-mondo-uber catapult and a carrier 
to a siege tower, both vessels are intended not 
just to provide raw destructive firepower, but 
offer support and refuge in equal measure. 
Imagine if you will, a vast amalgam of 
monstrous siege engine, castle, caravan and 
king all fused into one machine. 


Nathan 


analogy: “We are focusing the capital ship class 


Richardsson approves of the 
more on rapid deployment of forces and the 
titan being the most massive fleet support 
vessel you have ever seen. This ship will be the 
epicentre in alliance fleet battles: it’s something 
you take to a system which you are going to lay 
siege to, where you have to destroy a number of 
starbases, battle an enormous defending fleet 
and deploy your own tactical and_ strategic 
equipment. But a titan alone, or any capital 
ship for that matter, will quickly fall to a swift 
and decisive cavalry charge.” 


GIVING IT X-LARGE 


Thanks to their low number of weapon hard 
points and poor tracking ability, dreadnoughts, 
carriers and titans will be largely ineffective 
even against battleships, despite being able to 
soak up an inordinate amount of incoming fire. 
However, against slothful freighters and titans, 
as well as stationary structures, the capital-class 
ship will, as they say, p4wn. 

“Since almost all capital ships use the new 
X-Large and capital-size modules, we're actually 
starting from the beginning again,” says 
Richardsson. “We haven't firmly decided on the 
amount of slots that carriers and titans will 
have but, as a general measurement, 
dreadnoughts are the real combat ships and 
they only have three weapon mounts and a 
fourth ‘utility’ high slot. Their mid and low 
slots then vary between races, having up to 
seven or eight in either. 

“Generally, you'll have problems even 
hitting battleships with X-Large weapons,” he 


®) IT IS THE DREADNOUGHT WHICH IS INTENDED AS THE OUT-AND-OUT COMBAT VESSEL OF THE CAPITAL SHIP CLASS 


continues. “ 


pecially if they are keeping up 
speed and transversal velocity. It’s even harder 
when a ship like a dreadnought enters siege 
mode: due to the increase in damage output of 
the guns, they are almost immobile and there- 
fore can only hit something stationary, or close 
to stationary. It should also be kept in mind 
that X-Large turrets and capital ships aren't that 
much bigger than regular large turrets in terms 
of damage output. Owning a titan is a very 
expensive way to increase your firepower and if 
you fool around alone in one, you are pretty 
much a sitting duck to a properly fitted, small 
fleet of ships.” 


HOW MUCH?! 


Bearing in mind titans may cost as much as 20 
times that of a dreadnought, it seems faintly 
ridiculous that such a prohibitively expensive 
vessel, one designed to support itself and an 
entire fleet, can’t defend itself against even a 
small advance force of frigates. Surely, it can’t 
hurt to allow a capital ship to mount a couple 
of small weapons, to allow it the chance to fight 
off an advance unit of interceptors? 

“Perhaps, but it was the same when 
battleships first became available. They can be 
effective anti-frigate platforms, but at the 
expense of being effective against battleships. 
You can fit small weapons on a titan if you 
wish, but it would be safer and far more 
effective if you have a defensive force of inter- 
ceptors or destroyers of your own and use your 
X-Large guns to blast a path through the 
enemy. And then there’s the super weapon...” 

Fair enough... Hang on, did you just say, 
‘super weapon? 


YOU MAY FIRE WHEN READY 


Casting aside our mental picture of battlefields 
strewn with armor, horses and smouldering 
engines of war, visions of a small moon spring 
immediately to mind: (“that’s no moon”), an 
imposing black-cloaked figure, recycled air 
churning through a face mask... a princess, her 
planet gone, a million voices crying in terror, 
then silenced... 

“...In the case of the titan, yes, we would be 
talking about a “Death Star-like, planet- 
crushing super-ray) kind of a weapon.” 
Unperturbed that our thoughts weren't entirely 


on him for a moment, Richardsson continues. 
“We want to do this for two reasons: firstly, a 
m*****f***** like a titan should have a massive 
death ray super weapon. Second, we are utterly 
committed to giving ships supportive roles and, 
more importantly, ensuring the tactical and 
strategic deployment of that support, be it 
offensive — like a death ray, or supportive — 
like a small force field as you would have 
around a starbase.” 

Richardsson insists we are not at the planet- 
killing stage yet; titans won't be able to target 
moons or permanent station structures, but 
‘genocidal titan-flying maniac’ may well be a 
career choice available sometime in the far 
future. In the near future at least, whilst 
causing untold human misery upon a civilian 
population will be out of bounds, friendly-fire 
will be a danger for those privileged enough to 
find themselves in command of one of the new 
‘Beasts of Heaven’. 


“We haven't finalized exactly what kinds of 


superweapon each titan will have built in, but 
they will have drawbacks, especially to your 
own fleet!” 

Rather than the standard turret-target-lock 
method, it’s probable that ‘super weapons’ will 
introduce directional firing, a process that will 
mean pilots will have to right-click a point in 


space, select ‘fire’ fjom the drop-down menu 
and hope that by the time the weapon powers 
up and is about to unleash merry hell upon the 
opposing fleet, that none of their own ships are 
in the way. Other future options include 
area-effect missiles that require no lock-on and, 
if this new method of combat proves to expand 
the tactical scope of fleet engagements, small- 
scale variants — mini-super-weapons — may 
either filter down into the current vessels as 
modules, or perhaps be built-in to new classes 


of ship. (Tinytans anyone?) 


CARRIER BRAG 


If the dreadnoughts are the big-gun-toting 
warriors of the capital-ship class with their siege 
mode, and titans the elite next step up with 
their so-called super weapons, the capabilities 


of the new carrier vessels are no less enticing. As 


an offensive craft it will lack the firepower of 


even a battleship, perhaps able to fit one 
X-large turret, but very little else, making it 
ineffective as a siege platform or as a ship-to- 


ship vessel. However, as the name reliably G 


®) HANG ON, DID YOU JUST 
SAY, ‘SUPER-WEAPON’? 


When they set out to 
design the new carrier 
ships, CCP took obvious 
inspiration from the 
history books of 20th 
century Earth 


Below: the Gallentean 
dreadnought is able to 
field drones for 
self-defence against 
smaller attackers, but 
they are no substitute 
for an escort of 
frigates and cruisers 
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carriers have one singular 


G suggests, 
advantage that is sure to make them the 


must-have EVE accessory this coming winter. 
“Carriers are intended to allow rapid deploy- 
ment of reinforcements, offer combat support 
such as massive shield or energy transfers and, 
of course, house a set of new drones called 
Fighters. Think of a carrier as a mobile ship 
storage, much like a Starbase Ship Maintenance 
Array; possibly also allowing you to refit when 
you are around it. We want to enable smaller 
ships such as frigates and cruisers to be rapidly 
deployable, so that when you're in combat, 
loosing a ship does not mean you have to 
endure 20 jumps in a pod to rejoin the action.” 
Being able to employ what is effectively a 
field hospital for both ships and crew is sure to 
put carriers on top of the Kali must-have ship 
list, for not only will they be within the finan- 
cial means of corporations and alliances unable 
to acquire their own titan, they have a use that 
isn’t restricted to attacking structures. In being 


TIME FOR A REFIT 


able to employ ‘fighter’ drones specifically for 
taking down battleships, carriers have a degree 
of flexibility that is sure to make them the 
premier flagship of most fleets... until flagships 


come along that is. 


COMMAND AND CONQUER 


Beyond fulfilling a promise made more than 
two years ago, CCP’s agenda behind the intro- 
duction of capital-class ships appears two-fold: 
at the most basic level, larger ships that by 
default have obscene levels of armor and shielding 
— that consequently can’t escape with the same 
ease that a battleship or cruiser might — will 
require a great deal of firepower to bring down. 
The upshot? Battles will last longer. Even 
better, by allowing pilots to respawn at small- 
scale cloning stations aboard titans and carriers, 
those defeated in battle can quickly rejoin the 
fray without having to visit their stash of ships 
deep in Empire space. Furthermore, those 


pilots that have set up their titan as a clone 


reactivation point will be able to join the battle 
from wherever they happen to be when the call 
to arms is made, so long as they can afford the 
expense of clone-jumping. If they have a ready 
supply of resources, fleet commanders can 
expect to be reinforced quickly, which means 
that front-line support and logistics will be 
more important to battles than ever before 

A less obvious but no less important after- 
effect is that the new capital ships will accelerate 
the focus of battles away from gates and regional 
chokepoints. Starbases and outposts have 
allowed alliances to claim sovereignty over 
systems, thereby earning productivity bonuses 
for starbases in operation there. Infrastructure, 
rather that access, is the key to ownership and 
capital-class ships are geared towards claiming 
and retaining sovereignty. Gates will still be 
important, for sure, but the real battles for 
control will be around moons and planets. 

“Players require starbases to construct 


outposts,” explains Richardsson. “To conquer a 


With capital ships arriving later this season, CCP is keen to follow up 
with far-reaching changes to current ships over the coming year. 

Tech 2 battleships are definitely on the ‘coming soon’ list, although 
Senior Producer Nathan Richardsson is unsure whether these will 
take the form of enhanced versions of current models, or all-new ‘tier 
3’ ships. New battlecruisers are also on the menu, as well as what he 
calls mini-carriers: “I’m hoping we have time to add battleship-sized 
carriers,” he says. “Ideally there'll be eight new models - two for each 
race, although functionally they'll all be quite similar.” 

The most extensive update will be to current Tech 1 ships, specifically 
the old warhorse cruiser class considered by many to be obsolete now 
that heavy assault ships have superseded their combat capability. 

“Yes, some ships are certainly becoming obsolete, but not whole 
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classes yet. This might be the case if we don’t start working on 
moving some of the Tech 2 roles down to Tech 1, but this is planned. 

“Cruisers are currently the bastard child and we want to refurbish 
them a bit, make them a more valid choice both as solo ships and as 
a necessary force within larger fleet engagements. We added 
secondary bonuses to them some time ago; now it’s time to revisit 
those changes, examine whether cruisers are really working and 
expand on the roles they are currently performing. Some ship 
bonuses just aren't interesting enough to make the ship useful, so 
we'll get more creative.” 

The idea is to move the old cruisers away from being pure 
combat ships and make them more specialised, perhaps by adding 
a highly specialised third skill bonus, perhaps by enhancing their 


system (and thus the outpost), you need to 
cripple the current owners starbases to be able 


to take sovereignty, which then enables you to 


take the outpost. By this we establish a series of 


goals required to conquer the system, meaning 
a well-fortified system will result in a massive 
engagement between behemoth _ forces. 
Hopefully, with the fact that there are multiple 
starbases to claim the system, it will encourage 
the attacker and therefore the defender to 
launch multiple assaults.” 


HOW SOON IS SOON? 


There is still some debate internally as to 
what will feature in Kali, indeed there is still 
much to decide as to when Kali might appear. 
At the time of writing Kali is scheduled for 
sometime in 2006, although titans and carriers 
will be appearing before the end of the year. 
More wide-reaching changes to current ships, 
drone control interfacing and the formalization 


of clone-jumping will come later. 


roles to become ‘tacklers’, EW ships or support vessels. 
“We're working towards making combat more tactical and strategic 


“We do have a project which is reviewing 
drones. We released Tech 2 drones in the Cold 
War Edition, but new drone functionality didn’t 
make that patch. The drone project will first 
and foremost focus on the new fighters, the ‘X- 
Large’ drones designed for carriers, and other 
possible roles which would benefit a carrier. 
Those roles would probably be migrated on a 
smaller scale down to standard drones. We have 
a long list of additions we want to make, such 
as salvage drones and repair drones, which 
might directly benefit a carrier.” 

Irs unlikely that titans and carriers will be 
able to act as spawn points for some time, 
but then it’s unlikely that anyone will be 
building one for some months anyway. Three 
months on from the Cold War only a 
handful of dreadnoughts have emerged. 
Given that a titan will cost considerably 
more than a dreadnought, it could easily be 
another two years before most of us even see 


one in the flesh. 
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©) NEW CAPITAL SHIPS WILL ACCELERATE 
THE FOCUS OF BATTLES AWAY FROM 
GATES AND REGIONAL CHOKEPOINTS 


than it has been. We have a lot of good ideas and feedback from the 
community that we want to look into, and we've also lined up a number 
of interesting twists which we want to try out. Loosing a ship should be 
fun, and for it to be fun, it needs to take more than 15 seconds.” 

Richardsson is keen to stress that, whilst new battleships or 
battlecruisers may be available before the end of the year, tackling the 
ships upgrades will be a long-term project. The ultimate aim is to 
allow players to take ships even further, by modding and 
advancing design and capability through research. By this time 
next year corp-branded cruisers may well be the hottest thing on 
the market. 
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Although mostly, frustratingly, still at the 
pen-and-ink stage, you can be sure that each of 
the eight new capital ships will, in relation to 
each other, vary in appearance and capability as 
much as the other race-specific vessels. 

The Amarrian ships will feature curved 
carapace plates and beaked prows, the Matari 
vessels will appear half-built, whilst the 
amorphous blob of the new Gallente titan, in 
common with smaller hangar-mates, will double 
up as an effective marital aid, should you be 
wanting to pleasure a spouse the size of a plan- 
et. Or maybe we've got it all wrong? CCP’s Lead 
Concept Artist, Asgeir J. Asgeirsson, let’s us in 
on a few design secrets: 


What look were you aiming for when designing 
the new capital ships? 

| guess it depends on each ship, but for the 
dreadnoughts in general | was aiming for a really 
massive, threatening look. For instance, | wanted 
the Caldari dreadnought to remind you a bit of 
the U.S. Abrams tank, so | did a little research on 
modern military equipment. The Gallente and 
the Amarr dreadnoughts both look very big and 
heavy seen from the front. | wanted to do some- 
thing different with the Minmatar dreadnought 
and | was waiting for a chance to design a really 
big vertical ship, so | went for it. As for the carriers, 
| mixed a lot of things together. The Amarr and 
Caldari carriers have certain elements borrowed 
from modern navy carriers, while the Minmatar 
one has many elements of a shark. | wanted to go 
in another direction with the Gallente carrier, as 
their style tends to have more curved surfaces 
with an aesthetic feel. 


How difficult was it to stay within the specific 
style of each race? 

Sometimes it can be hard when you are also 
aiming for a certain functionality of the ship. For 
instance, when | have to make industrial ships 
like the new freighters, they all tend to have a little 
of a Caldari feel to them. It can also be difficult to 
show the racial style when the ships are so 
enormous. For example, if the racial design 
elements were too prominent, the ships would 
start to lose the feeling of size. 


How difficult was it to ensure these ships had an 
imposing presence? 

It's not that hard since the size alone makes 
them threatening. Usually, | try to make the 
front of the ships look aggressive, along 
with some details that give the sense of 

size and scale. 


We were all impressed with the churning 
gears underneath mining barges. Will 
there be any moving parts on these ships? 
Well, the dreadnoughts have a certain 
thing called a siege mode, where turrets 
that extend outwards into battle positions, 
along with some other movable parts. The 
carriers will hopefully have some nice 
animation features as well, but the details 
will come to light once the designs have 
been fleshed out properly. 
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@ LEADER OF THE PACK 


Capital ships will be beyond the budget of 
most of us, but their impact on the game — 
politically, industrially and militarily — will be 
felt by all players. That’s the theory, anyway. 
The point is that rather than introduce new 
ships as simple content additions to keep the 
increasingly wealthy and obscenely experienced 
high-level players happy, for some time CCP’s 
plan has been to add much more purpose to 
ships and, by concentrating on support roles 
for larger ships, it is hoped that even the 
lowliest frigate commander players will be able 
to take advantage of having a friendly titan in 
the vicinity. The lucky pilots of these vast ships, 
meanwhile, will have a duty and a responsibility 
to their comrades beyond trying to avoid 
blowing them out of the sky. 

“It certainly makes sense that a carrier 
commander knows a thing or 14 about 
leadership,” nods Richardsson. “The way lead- 
ership works today, it features a mixture of 
skills, implants, modules and ships. A skill is to 
enable you to use all the stuff, implants allow 
you to specialize, the modules determine what 
of the leadership bonuses you want to apply at 
that point in time and the leadership ships 
enable you to fit the modules and give different 
additional bonuses to leadership effects. 
Carriers and titans will be ‘leadership-enabled’ 
ships for sure, but will probably have the 
bonuses more linked to their role.” 

By way of example a carrier may offer drone 
bonuses for the entire fleet, which will be 
directly tied in with the leadership skills of the 
carrier commander. And before anyone asks, it’s 
highly unlikely that by having two carriers 


leadership fleet bonuses will be stacked. 


SIZE MATTERS 


With capital ships already closer in size to full- 
size stations, one wonders how EVE ships can 
possible get any bigger. In all probability they 
never will, although CCP is keeping its options 
well and truly open. 

“Well, I don’t really want to say ‘never’, that’s 
really confining and it’s not as if we don’t have 
ideas for really, really big stuff,” admits 
Richardsson. “But I can say that for the next 
few years to come, yes, titans are the biggest 
ships we'll see in EVE.” 

In all likelihood, as titans and carriers 
become established and as the release of Kali 
draws near, CCP will be scaling down its ship 
design efforts. The next big thing is clearly 
going to be atmospheric flight and, a year since 
they were first unveiled, aircraft have been 
waiting to take to the sky — almost as long as 
titans. Another time perhaps. For now we 
should let the big birds rule the sky. They've 
had to wait long enough, after all. [§ 


®) EVEN THE 
LOWLIEST FRIGATE 
COMMANDER WILL 

BE ABLE T0 TAKE 
ADVANTAGE OF HAVING 
A FRIENDLY TITAN 
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AUXILIARY UNION OF RALLYING, OBSERVATION, RECORDING & ANALYSIS 


* Events Team 
NN Vy The producers and actors of AURORA spend their time organising 
Y Yd and enacting exciting in-game events for players to participate in, 


AURORA 
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* é COMMUNICATIONS RELAY COMMISSION 


while its reporters keep players up to date with in-game news. 


Forum Moderators 
> 4 CRC are EVE's forum moderators. Their task is to ensure the 
EVE Online forums are a pleasant and friendly environment 
C R C for all players to talk, find out information and generally interact. 


SIGN UP AT MYEVE.EVE-ONLINE.COM/ISD.ASP TODAY! 


EQUIPMENT CERTIFICATION & ANOMALY INVESTIGATIONS DIVISION 
Bug Hunters 

Better known as the Bug Hunters, ECAID live in the murky depths 

of the test servers, where they assist the Quality Assurance 

department by testing upcoming changes to the game. 


SUPPORT, TRAINING AND RESOURCES 

Player Support 

Monitoring the Help channels and greeting new players, the people 
who make up STAR are the philanthropists of ISD. If you ever have 
a question about EVE, visit the Help channel and see for yourself! 


CHRONICLE #2 G22 


NEW FICTION 


Chief Master Gunnery Sergeant 
Ravin Lysander has been appointed 
leader of a secret, six-man mission 
deep into enemy territory. Above a 
non-descript moon, the Legionnaires 
await the order to descend to its 
desolate surface... 


LEGION 


BY: JACOB EOUNSBURY 


S| Cold, harsh and empty were the only words to describe the lawless space above the insignificant moon 
of the WY-9LL system. Long abandoned by the great empires, the Fountain region had been left to the 
mercy of local pirates. The Serpentis, a militant cartel of drug dealers, had turned the region into a sanctuary 
for rogues, bandits and terrorists whose pockets were lined with drug and blood money. It was a commerce 
accepted as part of the fabric of life in this part of space. 

“This will have to be quick.” 

“Roger that, Chief,” returned the pilot. 

“You haye 15 seconds. Make sure you don’t miss.” 

“TL wont.” 

“Ready then. On my Mark in 3... 2... 1... Mark.” 

Light bent and twisted in high orbit over the grey moon. The blue-black camouflage hull of a ship began to 
appear, two large wing-like projections extending vertically from both the upper and lower hull. Had there 
been anyone to witness its sudden reawakening, it would immediately have been obvious it was a Buzzard. 
Packed with high-end electronics and sensor arrays, it was a ship specific to the task of staying unseen, its 
cloaking device allowing it to become completely invisible to both visual and electronic sensors. It had been its 
ability to cloak that had kept the ship alive so long in space, and now, with the device shutdown, the tiny frigate 
was decidedly vulnerable. 

“Locking target,” the pilot of the vessel relayed. “Preparing for launch.” 
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“We're as ready as we're ever gonna be,” Ravin replied. In his mind he didn’t believe that. The mission, the 


objective — or lack thereof — bothered him. Muryia Mordu, his longtime 
friend and commander, had secretly put the mission together; it had 
been the first time Ravin had been excluded from preparing a plan of 
attack. Now, here, alone and exposed behind enemy lines, Ravin was 
questioning the motives of his oldest friend, and that made him 
uncomfortable. 

“Target acquired, Chief.” The pilot had announced they were ready 
to begin, “Good hunting down there.” 

From a single launcher in the ship's hull, a large hollowed-out probe 
containing six marines of Mordu’s Legion was shot in the direction of 
the moon and began its hurtling descent. The Buzzard quickly slid back 
into cloaked shadow, hidden from all that might wish to do it harm. 

Within seconds the probe reached the thin atmosphere of the moon, 
cutting into its invisible clouds like a blunt scalpel. Inside, Chief Master 
Gunnery Sergeant Ravin Lysander gritted his teeth, gripping the 
shoulder harnesses that tried to keep him in place. 

“You okay, Chief?” A young warrior was smiling, his head arched and 
his helmet knocking with*dull thuds against a bulkhead that seemed to 
ripple against the outside pressure. 

“You worry about yourself, Heinstrin,” Ravin growled back. “Just 
enjoy the ride.” 


“T will, sir.” The man looked away, his smile broader. 

Ravin activated a small sensor screen with nothing more than a 
thought. A flash of white light flooded his corner of the cramped 
compartment, followed by scrolling data that he quickly analyzed. The 
turbulence subsided almost on cue. 

“Thick layer of CO? and Helium,” he said out loud, more for the 
benefit of the mission recorder. He wasn’t used to flying probes and he 
was all too aware the others knew it. “Time to slow down.” 

The exterior of the bullet-shaped probe opened up, spreading five 
metallic airbrakes into its surroundings. Looking like a metal flower, the 
oval flaps clawed into the thickening atmosphere. The probe slowed 
immediately, jarring the occupants and sending a clip of unstowed ammo 
from under Heinstrin’s seat into the cramped centre of the floor. 

“Sorry, sir.” 


Stripped to its atmospheric shielding, fitted with a basic navigation 
system, hard seating and just enough webbing to store all the weapons, 
explosives and ammunition that were deemed necessary, this was, to the 
best of Ravin’s knowledge, the first hollowed-out scan probe ever to make 
planetfall. But it wasn’t the landing that bothered him. Behind him, the 
craft’s tiny engine sat silent, waiting to fulfill its one and only purpose — 
to lift them away from the surface as soon as the mission was complete. 


Just as the probe had been scavenged from the Science division, the 


engine had been borrowed from Armaments — a missile drive, of all 
things. Ravin laughed at the potential irony, just as Muriya Mordu had 
when he heard who had volunteered to lead the mission. 

As it neared the rocky surface the probe lurched suddenly, skewing 
into a new cloud of turbulence. 


“Damn it!” Ravin clawed at the control panel, straining a gloved hand 
for the retro-drive control as the probe swayed against the raking winds. 
“Firing. ..now!” 

The tiny craft pulled against the gravity of the moon and stopped dead 
just meters above the moon's surface. Had they been in a dropship, the 
mission might have ended there. Yet the probe's flimsy hull had stayed 
intact. Heinstrin yelled with delight. 

“If you're all in one piece,” — Ravin leaned forward and pulled the 
release handle in fromt of him, letting the warm toxic air from outside 


flood into the compartment — “then we'll move out.” 


The six armored Marines broke out of the small probe and began to make 
their way across the desolate terrain of the moon. Their agile Chameleon 
suits activated, the team fanned out and began to work its way across the 
dry, dead landscape, looking like gargoyles against the dry, dusky rocks. 
Outside the safety of the probe, on open high ground, nothing was 
spoken for fear of alerting the enemy. 

It took just under half an hour to reach the staging point, a small 
barren outcrop overlooking the old research station. Ravin checked his 
gauss assault carbine, a gloved hand inspecting the autoshotgun slung 
under the short barrel. Satisfied that his own equipment was in order, he 
waited for the others to complete their own inspections. The rookie was 
last to complete his checks. 

“Revi and Daz, you take out the sensor array above the ducting.” 

Both marines nodded. 

“Standard white noise burst should do it.” 

Ravin looked back down and scoped in for a closer looked at the 
Guardian Angel moon base. 


“Make it quick.” 

“Won't they notice the whole grid go down when we cook off the burst?” Revi, a large Brutor 
warrior that had served with Ravin for nearly four years, was asking more for the rookie than 
anything else. 

“That's why we need ‘to move fast. They won't even have time to be distracted by the 
disruption.” 

Ravin watched as they all nodded in acknowledgement. He made one last quick assessment of 
his gear as he mentally noted each of his team’s vital stats being fed into his suit’s combat 
computer. 

“Jokuan,” he nodded at the youngest and newest member of his squad, “stay close to Gyntia.” 
It was. the kid’s first combat operation and Ravin was concerned. The youngster reminded the 
Chief of himself when he was a rookie. He recalled his own first mission; a disaster from which 
he would not have returned were it not for Mordu taking a hail of fusion rounds on his behalf. 

Jokuan wasn't showing any signs of fear, but a sense of self-contempt for his own lack of 
experience was apparent in his bearing. The kid wanted desperately to prove himself worthy, and 


this concerned Ravin more than anything else. 


Rayin was the first to break through the exterior ducting and into the station’s cargo hold. As his 
feet touched the ground he was already moving in the direction of the closest door, readying his 


weapon as his armor switched color to blend in with the metallic blue of the station walls. G 


©Motion off to his right caught his 
immediate attention, and he quickly 
leveled the catbine’in the direction of a 
disoriented Guardian Angel guard. He 
caressed the tigger twice, sending a 
rattling burst of fire into the chest and face of the frightened pirate 
mercenary. Blood splattered across the back wall as the antimatter 
charges tore through his unarmored chest and neck, sending him 
sprawling across the floor. 

“Left.” Revi's-voice was as calm as it was urgent, but before Ravin 
could wheel around to face the threat, a single report from the Brutor’s 
shotgun eliminated it. 

“Clear.” Gyntia pressed off further from Ravin's right side, the 
rookie close in tow. 

Ravin reached the next door and flicked a quick hand signal that the 
rest.of the warriors responded to immediately. Daz moved past, assault 


rifle at the ready. Raising the weapon, he sent a swirling vortex: of 


antimatter charges at the door’s central locking mechanism, the charged 
ions devouring the tritanium steel door. 

Another hand signal and Ravin leveled his weapon, then pushed on 
through the smoldering doorway as rivulets of molten metal dripped 
from exposed beams. Flanked by Heinstrin, he made his way toward the 
center of what appeared to be a dining area. He opened fire on a man 
who was diving for cover behind an upturned table, his first burst 
clawing up the man’s chest, his second carving into the skull of another 
who had peeked from behind a pillar just behind him. He heard 
multiple reports from the rest of his group's weapons as he sent two 
more bursts at a third man — no, a boy — sending the lifeless body into 
a waist-high mound of garbage piled in a far corner. 

“Clear.” 


“Clear,” five replies. 


®) Slumped against the console, Ravin’s eyes flicked open. Instinctively 
he reached for the magnum auto in the holster on his right thigh 


mechanism. Ravin charged forward into the long, wide corridor that led into the hub of 
the station — their objective. Behind him the five other Marines followed, their weapons at 
the ready. 

“It’s too quiet.” Dez slipped a fresh antimatter charge into his neutron blaster. 

They were all thinking the same thing. 

“They're waiting for us in the command centre.” 

Ravin nodded. “Best cover, longest window of time to set up a defense.” He waved Dez 
forward. “Should be interesting.” 

Dez leveled the blaster again and Ravin was already moving forward as the heavy 
weapons specialist triggered the streaming vortex of ions. 

The incoming fire was almost immediate. A mix of laser and blaster fire streamed 
through the curling smoke; violet and yellow beams, red tracer, pouring through where the 


door had hung. Ravin dived forward, firing his hybrid and the underslung shotgun as he 


rched for cover. Sliding in behind a large console he quickly found his feet and pushed 
himself sideways to cover the central space of the control room, leveling his weapon on two 
Angels who had found cover close to the door. Bullets charged with deadly force, three 
bursts tore through the two men and they hung for a moment, two moments, in the air 
heavy with pungent scordite fumes. Ravin moved forward, readying his aim on another 
pirate soldier. 

Ravin wasn’t sure what direction the blast came from, but he had little time to do 
anything beyond cursing himself as the swirling bolt of thorium ions tore into his armored 
side, just below his left arm. He came off his feet, dropping his weapon, before crashing 


sideways into an open console where wires hissed like snakes spitting electrical venom. He 


“The command center should be past the next corridor.” Ravin looked at each man’s 


vitals as they were fed to him. “Dez, do it again.” 
“T have multiple alerts sounding,” Revi motioned. 


“Too late now.” Ravin readied himself behind Dev. “Stay close. Make it happen.” 


The door blew open as Dez fired his freshly loaded cannon barrel into the locking 


arched in pain, his Chameleon suit shorted by the 
current. And then he passed out — for a second or 
for an hour, he couldn't tell. 

Slumped against the console, Ravin’s eyes 
flicked open. Instinctively he reached for the 
magnum auto in the holster on his right thigh. 
Pulling the pistol free he rolled clear of the console 
and came up firing as another enemy target 
presented itself. 

Steadying himself behind cover, Ravin fired on 
two pirates as they turned towards the back of the 
room. Another blast, this one grazing off the 
center of his chest plate, turned Ravin’s attention to 
his left flank. Keeping his pistol trained on the two 
retreating pirates, he shifted his weight, trying to 
keep fresh armor between him and the Amarrian 
woman who was trying to kill him. A single blast 
of antimatter ions crashed into her chest, Dez 
felling her before she could attack again. 

The room was silent as Ravin watched the 
woman's legs twitch uncontrollably, the wound in 
her chest smoking. 

“Clear,” Dez finally broke the silence. 

“Clear,” Ravin could only breathe a reply. 


Without any power his armour felt heavy. He 
unclipped it and let it fall to the ground. No blood. 
The wound under his arm had been cauterized as 
soon as it had been opened. 

“Revi, find a terminal that works. Get the package.” He turned, taking in 
all of the carnage. Nearly 12 years of combat had made him numb to the 
blood and gore. “Gyntia, how's the rookie?” His armor useless and 
discarded, he'd failed to notice that the kid’s vitals had disappeared from his 
data feed. “Gyntia?” 

“He's gone. Kid got caught in the neck.” She was crouched over his body, 
her bloodied fingers trying to tease a shard of shattered armour from the dead 
soldier's neck. 

Ravin lowered his weapon. “Get him to the probe.” 

“Chief, we ain't gonna get off this rock with dead weight aboard.” 

“Fuck you, Heinstrin, the kid goes! You don’t like it, you stay.” Shaking 
with rage he turned to Revi, who had already begun hacking the neural drive. 
“We need it all, even the operating system.” 

Daz and Gyntia stooped over the dead rookie. Grabbing opposite ends of 
the rookie’s body, they hoisted him back through the doorway towards the 
entry point. Heinstrin, perhaps uncomfortable being left with the Chief, 
went to help them. Revi worked in silence, puzzling over the security devices 
that tried in vain to keep the station's secret just that. He didn’t notice the 
Chief leave the room to where the body of the dead Guardian Angel boy sat, 
grotesquely propped up on the garbage. A boy barely older than his own son. 

Minutes later the Captain of the Buzzard chimed in Ravin’s ear: “Hows it 
going down there, Chief? You nearly done?” 

“Nearly.” 

“Good, because the bad guys must've got a distress signal out. I have two 
cruisers in orbit.” 


Muryia Mordu watched his Raven, the Reborn, rock under the hail of railgun 
and missile fire as his shield booster forced more power into the electromag- 


netic fields that protected his vessel from damage. Willing his camera drone to move, he took 
in the battle that had suddenly opened up around him. His fleet, made up of 25 ships, had 
finally been trapped by the combined Serpentis and Guardian Angel forces that had tracked 
him for the last three days and now numbered more than 40 vessels. 

“Primary target mark Alpha.” Muryia quickly tagged enemy ships for the rest of his fleet 
to target. “Wild Weasels, I need all of the battleships locked down. | repeat, jam them into 
nothingness.” 

His own targeting computer locked onto the Elder Guardian Commodore some 60 clicks 
from him. Mentally he ordered each of his six cruise launchers to fire, sending out a hail of 
guided missiles. He followed this quickly by triggering his two 350mm railguns. The enemy 
Commodore's shields collapsed under the hail of thermal and kinetic explosions as 
plutonium charges began to slice slowly into its armor. 

“He's going down, Admiral,” one of Muryia’s young captains spoke energetically. 4 

“Negative,” Muryia energized his shield booster again, trying to balance his capacitor’s 
power level with his need to keep the valuable energy field from collapsing. “He’s armor hatd- 
ened and tanked.” Subconsciously he shook his head at the inexperience of some of his’pilots 
as the enemy vessel quickly replaced 15 per cent of its lost armor, then another 25 per cent. 

“You alright, Admiral?” 

Muryia felt a flood of relief as the familiar voice of Ravin Lysander piped into his 
personal channel. 

“Chief” He couldn't help but sound relieved. He switched to a new target as the Guardian 
Angel's armor finally buckled under the concentrated fire of the Legion’s ships. “I assume you 
are ready to leave?” 

“Preparing to warp to coordinates now. Package is in tow.” 

“Good,” Muryia smiled inwardly to himself, “I'll open the door.” He toggled to command 
frequency. “Delta Sweep now. Close and fire on my mark.” The 10 remaining frigates and 
fast cruisers.in his fleet closed with the enemy. “Mark! Burst, now!” 

Simultaneously 10 ships fired electromagnetic pulses. The pirate fleet had held a tight 
formation and this had given them an advantage while trying to concentrate firepower, but 
worked against them as the EMP surged through their sensor systems, shutting them down 
and leaving them blind. Muriya frowned. The advantage was his, but it wouldn’t last for 
long. He ordered the fleet to form up, as from the extremes of his vision the regional map 
swept into view, alight with waypoints that would lead the way home. 

“Time to leave, Legionnaires. Form a defensive perimeter on the other side of the gate and 
we'll gang our way home from there.” 


Admiral Muyria Mordu let his body slump into his chair as he watched the last of his pilots 
dock a battered Moa-class cruiser from the viewscreen that shielded him from the main door,” 
The door chimed and Ravin stepped through. 


“Well,” he said, “Did you get what you wanted?” ; 
“I haven't heard yet,” Muryia shook his head. “The techs are still analyzing the data. How” 

you holding up, Chief?” se 
“Good, though | can’t say the same for Jokuan.” Ravin stepped into the light, where + 


short-cut blond hair and blue eyes were more visible. “And I still have no clue why we went 
on this mission. What it was for.” oe 

“J know its hard, Rav, but you have to trust me.” Muryia was still having : 
problems trusting himself. 


“Hard to do right now.” Ravin strode to the left side of the room and pointed 


out the window to the hangar bay, where every ship in the detachment lay 


wounded and scarred. “How many did we lose?” 

“A’damn sight more than your one rookie, Lysander.” Had he been able, he 
would have stood. Instead, he spun around in his chair and faced the window. His 
voice softened. “I’m sorry about the kid. By all accounts, he showed a lot of 
promise. I lost seven commanders out there and thousands of crew. I lost some 
old friends, older even than you. But some things are bigger even than the Legion. 
We're just soldiers, you and me, and in this war I’m not just giving orders — I’m 
having to take them as well. The world is changing. Perhaps not for the better, 
but it’s changing.” 

“I don’t like it.” 

“Neither do I, old friend. Neither do I.” [S§ 


Jacob Lounsbury lives in Saginaw, Michigan and has been playing EVE for a year 
and a half. A freelance writer and community columnist, he is currently seeking a 
publisher for his fantasy novel Saga of the Telmorian Sky: The Huricane War and 
action thriller Broadhead. Legionaire is the first fiction piece Jacob has had published. 
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FREEWHEELING 


The NAGA shop located within the 
bowels of the Expert Housing 
Production Plant orbiting Niyabainen IX — 

Moon 4 is a treasure trove of high-tech 
delights that would have most pilots 
salivating at the prospect of owning just a 
few of the modules on offer. There are 
larger stores located in the heart of Empire 
space, ones with more to offer and 
certainly many that are cleaner, but there 
are few places as warm or as friendly. In a 
universe where money does most of the 
talking, it’s refreshing to discover a trading 
venue where customer service and 
interaction are given such a high priority. 

“| enjoy meeting people,’ says 
Freewheeling, the store's surprisingly 
amiable manager. “That's what this space 
is all about, no? Yeah, | could dump all 
NAGA‘s shit on the SCC market, but it's 
just not the way | see things. Maybe that's 
also why people come to this shop rather 
than others, because they know we're 
here, and not just an SCC button you have 
to press. Of course, some may say that the 
online ordering system kills a bit of that, 
but the ‘bazaar’ is still there, and to face 
the massive order amount we had to do 
something or | would be dead on the spot 
by now, crushed by my mailbox. 


RETAIL THERAPY 
NAGAmazon.com currently serves more 
than 4,000 registered pilots and has 
processed more than 10,000 orders since 
the online store was set up over six 
months ago, most sell-through items being 
lucrative Tech Il modules and ships. 
Although NAGA is small enough not to 
have to declare profits, it must be doing 
well for itself, yet you wouldn't think so just 
by looking at the state of the Corporation's 
flagship outlet. 

“If you're referring to the heavy white 
smoke that comes out of Expert Housing 
station, let’s just say | don't know what 
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A STEP AHEAD 
One development i 
subsidise is The Stepstone Project, a loose 
affiliation of small-to-medium) manufacturing 
businegses who supply Original blueprints to 
build Tech || items and then sell them 
through NAGA's popular distribution chain. 
“It's So businesses who might otherwise 
have to Sell their bluepants, can retain 
ownership. It’s not a rich guys’ club; it's a 
community-based association that agrees 
on the terms we décided together in 
bringiag modules and ships fo the market 
for.a fair price. Awesome people who take 
care of the base andym. erial supply keep 
this massive project alive, not only NAGA, 
but a whole network)of Corporations 
participating and/making it real” 


tt NAGA's profits help 


A batch of 
specialist 
Gallentean 
holoreels arrive 
at NAGAmazon... 
_ for staff use 
_ only, of course 


®) Yeah, we offer multiple items that generate a lot of cash, but cash isn’t my number one 
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Although NAGA is allegedly affiliated 
with the Stain Empire, Freewheeling is 
keen to stress that it is an autonomous 
organization whose doors are open to all. 

“It is true, though, that Stain lets us hunt 
pirates in its territory, but we are not part 
off any alliance, nor would it pay us to join 
one. To be a true trader you have to be 
neutral. I'd go so far as to say we have no 
enemies, only a couple of stalkers who 
pride themselves on shooting anything that 
has the NAGA name on it, and these 
individuals simply don’t get business from 
us anymore. The ironic part is that they 
send other people to buy for them” 


POT PILOT 

As he weaves a path from his acrid smoke- 
filled office through the backrooms and 
storerooms to the main showroom (‘the 
bazaar’), Freewheeling stops to explain 
how much work has gone into NAGA and 
iS quick,to point out that he is undeserving 
of the credit that NAGA receives from 
customers ahd competition alike. 

"NAGA simply wouldn't exist without 
people like Pallas Athene and Ishida or the 
massive amount of work done by Lord 
Byron, Impront and countless others. Nor 
would | be here if it wasn't for Tzadkiel who 
rescued me when | escaped from the 
Slaver ship. Really, NAGA is more like a 
family than a corporation, that's how we 
like it and that’s how we plan to keep it’ 
He smiles a farewell and turns to an 
Amarrian pilot browsing the catalogue who 
appears anxious, perhaps because he'd 
rather not have to deal with a Matari who 
openly wears the scars of servitude. 
Freewheeling seems not to care: 
“Cha'mone, my friend. Can | help?” [S 
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CAPTAIN'S 
BLOG EF: 


To boldly post... 


EVE-I (or 1:COM, as it was once known) has been 
reporting from the EVE frontline since the game 
was in beta testing. It brought us the first pictures 
of titans, all the news from the forums; of roll- 
backs, crashes and bugs [who remembers when 
Amarr shuttles used to fly backwards?) and, of 
course, all the indispensable tools that no EVE 
player can be without. For those that joined late, 
or simply want to relive EVE’s early days, here 
are the best bits from EVE-I’s first few weeks. 


12. April 2003 | by Dancer 


Finally it is done. Well... at least kind of done. An 
early version of I:COM is going online today... 
Expect a lot to happen here until the release of 
EVE Online and after that. Enjoy this site; also 
have a good time playing the game! 


24. April 2003 | by Dancer 


We were just informed that the servers are 
coming down on May 4th for the big release on 
May 6th. So whatever you do those last days of 
beta, do it before May 4th, because your beloved 
beta-character will be gone after that. 


25. April 2003 | by Dancer 


As Campion confirmed, an autopilot module is 
coming. How it will work, when it will come and 
how much it will cost is still unknown. Probably it 
will take a good deal of navigation skill so people 
will have to fly manually for the first weeks - 
which is still OK in my opinion. The docking 
computer in ‘Elite’ was something that had to be 
earned too. ;) 


25. April 2003 | by Dancer 


As you may have heard, the game will come out 
right on time on May 6th. So the client is going 
GOLD and as we speak is probably in the produc- 
tion houses being boxed. This should be the time 
to thank the developers for creating a kick-ass 
game and also for giving a lot of beta testers the 
opportunity to play and test it for such a long time. 

Now | know that there is a lot of discussion 
going on the boards whether this game is ready 
to ship or not, but | must say that | never saw such 
a stable MMO on it’s release date. A hell of a big 
palette of features is in, 62 [or even more) ships, 
a big universe, and a lot to do for the starting 
player. Missing content here and there will be - | 
am sure - a matter of weeks, (cont. opposite] 
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Empires Escalate Deadspace 
as Competition Heat 
4 


LL-SEEING | 


All games have fansites, but few are as comprehensive or as fully featured 
as EVE-I. Host to a wide range of third-party tools — many of which are 
essential — plus a highly active and loyal readership of 60,000 means that 
the site is almost as popular as, and no less essential than, the game it 
serves. Time to tell its story... 


Were you around at the time, you will remember how you felt when the EVE beta 

test closed its doors and it’s creators prepared it for release. Whether you were appre- 
hensive, excited, or both, those two days of ‘downtime’ that were the calm before the storm 
were empty, sad days: no other game could fill the void that the EVE beta test had left in 
its wake. All we could do was close, cross our fingers and imagine the possibilities that EVE 
might soon offer; vast systems ripe for opportunities, mining rare min in Empire space 
and perhaps, if we worked hard, enough ISK to buy a cruiser, maybe a battleship... or a 
leviathan of the heavens, a titan. 

Jan Siedler and Adrian Rudnik, aka Dancer and Kreischweide respectively, both 
remember exactly how they felt. Dancer's eulogy to the EVE Online beta test and his 
eagerness to crack open the box of the released version remains online for all to see, buried 
under the weight of hundreds of news items that have since been posted on EVE-I. “I can’t 
wait to see where this game will be in a year,” he said in May 2003, “but I know one thing 
for sure: I will be a part of it.” 

Closer to three years down the line, both of EVE-I’s leading lights are still very much a 
part of the game they and many others have tirelessly supported at great cost to themselves 
in time and money. Both are a little older, shouldering responsibilities that may leave them 
with less time than they once had to devote to updating the site, but nevertheless, slowly 

2VE-I has evolved to become the only real alternative to the official website. 


Why did you decide to create a website based on EVE Online? 
[Dancer] Three words: EVE Online rocks! It was and still is the most mature game you can 
find these days, a fact that is reflected by the still-growing (and grown-up) community. 
These are exactly the type of people you'd want to build a fansite for, because the amount 
of ranters and flamers is very small compared to other games. Furthermore, the game itself 
is rather complex, so there was plenty of substance to build web-based tools on. 


How excited were you about EVE’s possibilities? 

[Dancer] I remember launching my spaceship for the first time and must say that in that 
very first second EVE fulfilled my expectations. Everything seemed so real. The graphics 
were awe-inspiring, the sound was fantastic and the gameplay had just the right balance 
between action and freedom. The possibilities were and still seem limitless. 


Originally what were your ambitions for the site? 
[Kreischweide] During the final beta, Dancer coded a web-based, interactive 


ship-outfitting tool to practice a little (in those days brand new) DHTML-functionality. 
We were surprised about the amount of mails we received asking us to build a community 
site around that feature. Whenever we finished one addition, people had a ton of ideas we 
should implement. EVE-I went online on 23 April 2003 when the NDA for EVE dropped. 
In fact we already had a site online some weeks before that, but it was protected by an uber 
cool password that only around half of the Internet population knew. Looking back that 
was like a wave you are riding on — it’s fun and you cant stop. The ambitions are still to 
deliver a world-class community site where EVE players can share their news and thoughts 
on a daily basis. 


In those early days how much work did you put into EVE-I? 
[Kreischweide] In the early weeks EVE-I was a fulltime job, maybe 16-18 hours a day, 
seven days a week. In the months to come, it still took up most of our free time, but later 
on it got a lot better when many people like Islay, Crowley, Megacyte and others jumped 
in to take responsibility for several tools and features. Our content and news managers like 
Latta, Dumbledore, Digiball, Ralek and others enabled us to concentrate on coding while 
covering all content related tasks. 


When you asked people if they could donate money to help pay for the costs, 
were you worried that no one would help out? 

[Dancer] We always thought that was an experiment but I must say that our community 
has been very supportive and generous. Nevertheless, we did not manage to fund more than 
about 30 per cent of the total costs via donations. A site like EVE-I needs a powerful 
machine and a lot of traffic, so one of those hosting-offers for $29.95 per month you 
currently find everywhere would not work. 


Why would you not allow advertisers to help cover the costs? 
[Dancer] Because we couldn't find an advertising partner who would not spam our site 
with non-game ads and still be worth the downgrading of our user-experience financially. 
We were looking into other models to finance the site, and although we could not cover the 
complete costs, the community enabled us to go on for quite some time. 


You had a bit of rant against ‘fake’ community sites back in June 2003. 
What was the story? 

[Dancer] Oh I remember that one! Yes, | was very annoyed. I've had the opportunity to 
work with many dedicated people who were blessed with talent and sadly also with... the 
others. There are always two types of community site: on the one hand you have sites that 
focus on the player — often created by players for players; on the other hand you have the 
sites that focus on banners, natural search, paid searches and commercial optimization of 
their content. Both have a right to exist, but what annoys me is if somebody approaches us 
with plans, promises and visions for cooperation and then it all comes down to a badly 
disguised marketing scam. 


When you were accused of using account details, that must have been an 
upsetting time to be working on EVE-I? 

[Dancer] | always thought that was a logical consequence of the success and attention 
EVE-I was receiving in the months before. Being ‘popular’ for me is comparable to 
ascending with a plane. Sooner or later something will hit you and you'll drop again. If you 
didn’t gain enough height in the time before, you crash. If you did, you will still fly and 
eventually find your way back up. Luckily we'd already built up enough height, so the 
majority of our readers and visitors didn’t dream of accusing EVE-I of being involved in any 
password hacking. Which, of course, we have not been. I am very happy and proud that 
the EVE community was able to trust us. 


You announced in December 2003 that you were appointed a role on a new 
MMOG title. What happened to it? 

[Dancer] For quite some time I thought it had died, just like so many games that never hit 
production. But quite recently the idea had a revival while I was discussing the topic with 
some other managers of my company. The scenario and game mechanics in my opinion 
would still be new to the industry. I can’t go into detail, but there is something coming on 
the horizon. I just don't know if it will be the MMOG I worked on or not. So, nobody 
knows (yet) what tomorrow will bring. 


What is it that makes EVE-I so special? 

[Kreischweide] Three things: 1) The EVE community that has supported us so brilliantly 
over the years. We love it that the community values us and expresses that in such a great 
way. The majority of our users visit us daily, which is the greatest compliment you can 


minor bugs will most probably be 
E) fixed by May 6th anyway. 

All people who love to whine and bash 
on all the forums out there - and it’s sadly always 
more people complaining than congratulating - 
should relax a little, enjoy the game, stop pointing 
out why they need a battleship within the first 
week, go into a corporation (until you can freelance 
a little better later) and be happy that they have 
the chance to witness the birth and growing of 
such a well done MMO. After all, if you hear people 
complaining about the fact that their frigate is 
unbalanced compared to another frigate, and you 
realise that this is their only problem, it’s the best 
sign how far and how stable a game already is. 


26. April 2003 | by Dancer 


APPROACHING 1500 REGISTERED USERS... 


| just wanted to drop a short thank you to all your 
support so far. 1:COM reached 1500 registered 
users within one and a half weeks of being online 
and only three days being free from the NDA. This 
is amazing and a great push to go on. 


30. April 2003 | by Latta 


EVE |:COM HITS 2000 REGISTERED USERS! 


Well, thanks to the community we have had our 
2000th registration today. We look forward to 
providing the tools, toys and those must-have apps 
for you to make living EVE a better experience. 


04. May 2003 | by Dancer 


ARMAGEDDON DAY - OR: THE DAY OF THE PHOENIX 


To remind you: today the Eve Online Beta is ending. 
For the developers a long journey is about to come 
- not to an end, but - to a big golden milestone. | 
remember myself sitting in my room, not even 
understanding what ‘Loading ‘*’,8,1’ was actually 
doing and still enjoying to fly through a space that 
was represented by a few lines and dots. | knowa 
lot of you felt the same as | did - no matter what it 
looked like: we were there. 

So let’s lean back for two days and dream a few 
minutes about what you want to do in this universe 
and who you want to be. You will meet new friends 
and even more enemies, your proud “Yessssss!” will 
be heard in your apartment when you jump into your 
first cruiser (or even battleship or even more)... you 
will explore strange new worlds... you will boldly 
go.... oh wait, wrong studio. And still so true. 


08. May 2003 | by freeop 


2ND DAY EXPERIENCES ‘X 


The US started flooding the Servers yesterday. | 
believe that the highest the servers reached was 
close to 1500. And more and more people will be 
getting the game today and tomorrow. | believe 
Germany will be getting it on Friday. So the weekend 
looks like it will provide the highest number of 
users so far since release. | for one was pretty 
impressed with the performance overall. | know 
there are still a few bugs, but | personally didn’t 
see any show stoppers. | got my (cont. overleaf] 
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newbie ship and did a bunch of mining, 
all the while training in everything | 

could. Travelled to one system 16 jumps 
from the newbie area without a hitch. Did see about 
25 pirates at one jump gate and was pretty 
worried. Luckily they didn’t attack before | jumped. 
Overall, | played for about 10 hours straight without 
one lockup or crash. And come to think of it, didn’t 
even see any popup exceptions. Course have it turned 
off, but if you played beta, you know what | mean. 


12:25, 11. May 2003 | by freeop 
AND IT HAS STARTED... 


Well what is so different with EVE than any other 
MMORPG? Heard from some people playing online 
that there were individuals selling ISK on EBAY! 
| did a search and sure enough there is like 16 
items for sale under the search of ‘Eve Online’. 
Saw a few people selling the game itself and the 
strategy guide, but what really bothered me the 
most was people selling the ISK. One person had 
one million ISK for $400. And there were others. 
First of all this is against the EULA and another thing, 
it does not take that long to accumulate 1 million ISK. 
And it is not worth the $400 the guy is asking. 


13. May 2003 | by Dancer 


MAGIC NUMBERS 


We just crossed the magical border of 4000 
registered users, unlocking the ‘Heavy Traffic 
Operation’-skill. :) Nearly 1400 users registered 
last week and around 1300 registered users visit 
us every day causing (*gulp*) around 3.3 GB traffic 
per day. 


13. May 2003 | by Latta 

YOU GET CHARGED TO START A PRIVATE 
CONVERSATION IN EVE 

Yes, it is true... 100ISK (ISK is the credit system used 
in the game) to initiate a private conversation with 
someone in the game. | initiated a conversation with 


someone in game [and | am pretty sure | was not on 
their address list). 


21. May 2003 | by Dancer 


EVE-| SUPPORT PROGRAM STARTED 


We are about to have close to 4GB traffic per day 
on the web server plus around 1GB from the image 
server. We are also close to adding another, much 
bigger, web server to make the page faster and 
to get prepared for the new features that are in 
the pipeline. 

As we don't want banners to slow this page down 
and make it unusable and we don't have big investors 
who could take the burden of all the costs off my 
shoulders, there are not many options left. A lot of 
you offered your help already in comments and mails 
and gave me the idea, so | finally set up a PayPal 
donation account for EVE-I. We want to keep this site 
banner-free and of course free of any membership 
fees, so we kindly ask for your support if you can and 
want. Thanks in advance to everybody helping with 
any type of support you are giving us! 
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get; 2) The fantastic game by CCP that keeps people playing it for years. We were 
always proud to have contact with so many talented and polite people at CCP, 
especially t20; 3) The dedicated people in our team who have in several ways built 
tools and features that were not seen before on the web in this way. 


How important are these tools to EVE-1I? 

[Dancer] They're very important to EVE-I. They not only provide helpful 
applications for a game that is very complicated if you choose to dive deeply into it, 
but they also show how many talented people belong to the EVE community. I have 
seen many websites and client-side applications for many games, but some of the 
EVE-I tools really are pieces of art by professionals. If you take a closer look you get 
an idea about how much work has gone into them all. 


How long will EVE-I be around? 

[Kreischweide] For as long as people want to visit. With our new partner, this 
might be for a long time yet... Dancer had a long conversation with the CEO at 
Jolt.co.uk and cooperation seems very likely. This would mean that EVE-I will 
display certain ads on the site, not too many, but it will also guarantee the long-term 
existence of EVI-I. 


Would it be an understatement to say that EVE-I is hard work? 
[Kreischweide] EVE-I is not hard work. It is a complete drudgery. Besides having to 
code approximately 500,000 lines of code, we had to live through several 
hardware-failures, performance issues, server moves and countless unpredictable 
events happening at 4am. Our content managers, Latta and Dumbledore, additionally 
spent literally hundreds of hours in IRC discussing, giving hints, collecting news, 
information and gossip. 


Have you ever been tempted to give up EVE-I? 

[Dancer] None of us would dare to shut EVE-I down. If you plan to launch a 
serious community site we recommend to pick a girlfriend that does not look to you 
to provide all the social stimulation in her life. 


What is your favourite/funniest memory about working on EVE-I? 

[Kreischweide] | remember countless staff IRC-meetings when we've been rolling on 
the floor laughing because Latta was entertaining us with his incredible humour. We 
also remember talking to a German lawyer who wanted to get us, because we did not 
add our company name to our editorial (which you have to do in Germany). After a 
long discussion we found out that he was mistaking us for the official EVE site. And 
after all that | remember a CCP employee in the early days who came into our IRC 
channel saying “/me mutters about eve-i writers being whiny biased bastards”. His 


opinion might have changed by now. 


What would you like to see in development, either for EVE-I or 
EVE Online? 

[Dancer] I would love to see functional integration of web-based features/events into 
the game itself. So many people cannot be online at times, because they are at work 
or away from home. Nevertheless they have access to a browser. EVE introduced an 
in game browser and that was a great thing to do. But I think future games (or ones 
that are still being enhanced...) should think about exporting functionality to the 


web. This would lead to never-seen possibilities. Tools, events... you name it. 


How much do you play EVE these days? 

[Dancer] Sadly | don’t have time to play EVE anymore. I am happy whenever 
I manage to log back in, say hello to all the friends and do a mission or two. My job 
keeps me busy for the most time. I had the opportunity to really play EVE a lot, but 
those days seem to be gone for the most part: girlfriend, friends, sports, job. But one 
thing is for sure: the next computer game I'd play if I had the time again would be: 
EVE Online. 


If CCP announced EVE 2, would you do it all over again? 

[Dancer] No, never. Because we don't have to! The EVE community is already there. 
Hundreds of thousands of hours have already been spent on EVE-I by so many 
dedicated, interested and interesting people that you just can't speak of having to do it 
all over again. If the question is whether we would build EVE-II on top of EVE-I with 


all the features that CCP, everybody and their grandmother ever hoped for on a fan site 
ybody g P' 


and a community engine beyond virtuality... then the answer is, definitely, yes. | 


Have you ever seen a sunrise in Tenerifis? 


Start your life outside Empire 
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Did she dream, he wondered, the hum of a sleeping station loud in his ears? Behind those thin fragile eyelids, within that 


empty skull, did she dream? 


He watched her in the fluorescent half-light, as he had done in those haunted moments when it was late. He'd 
watch her grow, motionless, save for the pulse of a red light that winked in time with every surge of blood through 


her unborn body. 


The curve of the reinforced outer wall of the womb, together with the opaque glow of the preservative, meant her 
features were distorted and ill defined: clouds of nutrients hung like dust in the crawling thermal eddies, blurring the 
line of her body which seemed to shimmer in the placid currents. He cast his eyes across her again now, tracing a line 
from the umbilical tubes that linked her to the mechanical placenta, to her arms folded across her breasts, ending in 
loose-clenched hands that imperceptibly would drift towards her temple as if to guard.. 

The opening of a small maintenance panel within the base of the clone vat startled him as a small cluster of tiny 


bubbles seeped upwards into the green amnious mixture, hiding within them a lone Sifter which swam up into the 


slow-curling vortex its entrance had created. It quickly 
set about fulfilling its programmed task; ridding vat 
J32G of any detritus or impurity that might endanger 


‘the body within. He watched it busy itself, tendrils 


flicking from its smooth pebble-like form, sampling 
for nutrients and toxins and thermal consistency, 
whilst parabolic arms stretched out from its spider- 
like abdomen to dismantle clods of dead tissue and 
strings of faecal matter that had escaped the young 
woman's orbit. 

Through the liquid, past the body of the girl, the 
clock turned a new hour. 

Nodding at the duty guard as he left the labs, he set 
off for home and stared briefly up into the high 
domed hallways of the station outside. The station 
was at the mid-point between night and day, in its 
darkest phase, and in kind the light was dim and 


oppressive. But he sensed no danger, only feelings of 


guilt over unrequited wanting and eternal emptiness. 
He turned and walked towards the central mall 
where, in a few hours, traders would coalesce, haggle 
and observe the pilots as they flashed their manifests. 
It was a routine now — he would lie awake for a while, 
catch a few broken hours of sleep and return in the 
morning to tend to the doctors as they delivered new 
clones, kept the old ones maintained in readiness and 
trusted him to clear away the aborted biomass; those 
soulless scraps of recycled humanity, of worth only to 
the lowest of traders. And before he drifted away from 
the dawn, a dull stab of fear prodded at him, that she 
would wake from his dreams and be gone. : 
He woke with a start and sat up, eyes jagged and 
unsure of whether they should open or close. From 
somewhere the sound of gentle strings and birdsong 
had stirred him and had risen to fill the cramped 
stood and_ silence 


apartment. Instinctively he 


returned, the lights casting a comforting glow. 
Automatically his Neocom cut into the dusky yellow 
light awash with green fluorescence, the daily 
schedule waitirig on screen. 

There was ho mistake. His fears were realised. 

He blinked and checked again but the screen didn’t 
flinch: 732G // U-Clone Grade O+ // activation 
(confirmed) // ETA 01H:12M...’. Whe seconds ticked 
away freely. He checked the attachment and it filled 
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NEW FICTION Pe ee 


| A story of unrequited obsession, between a 

~ medical orderly working in one of the busiest 
JBlone stations in Empire space and a pre-active 
“clone — an unborn woman, soon-to-be the new 


life of one of EVE’s pod pilots | 


the screen — the standard CONCORD kill mail — time, date, place of death and a name that until 
that moment had.been denied him, the name of a murderer who in her last gasp of life would steal 


away his love and never return her. 


..Nothing. 
A number; a designation, stretching into infinity, repeating... 
g £ ) g 
.- Repeating... 


There’ someone there 


--Nothing. . repeating... 
A doorway opens. A connection. A question... answered. Confirmation. Empty space filled in an 
instant, filled again; memory written (overwritten). oe memories upon memories. oe 
Too much... 
Searing white. Pain, heat, light. Life (overwritten)... 


Must breathe... 
Life... 


Though the light was barely enough to cast shadow, she was ugly now; somebody else. The tube 
that had sustained her had been turned horizontal, lowered and drained; half of it lifted away 
leaving a transparent trough slick with fluid. She writhed in it, her naked hairless body violent with 
pain and confusion. And then she vomited again, projecting a pungent mixture of bile and fluid 
across her shoulders and spattering the physician that tended to her, causing him to turn slightly. 

“Orderly!” he snapped, “clean this mess up!” : 

He moved out*from the darkness and hesitated. 

“You've been ogling her for weeks; well now your dream’s about to come true. Clean her up!” 

The physician had no idea, no idea at all!. This wasn’t her! 

The woman’s body was still again, resting after the convulsive wrench of re-existence. She looked 
familiar and peaceful, yet he knew that it wouldn't last. But, maybe, she could-come back to him? 
He was no doctor, but he'd heard the stories, of souls fighting for possession of the body. Only the 


previous week a re-cloned man was taken away, a schizo, wracked with. pain, fighting with himself, 


Snes 


: 


o® bs he's noth 
shoulders Shelse v 
hadn't noticed before 


smashing his own head into the wall. It happens... that’s what the other 


doctor said, ‘sometimes the body rejects’. Is it better to reject and die than 


to live another's lif 

He realised he hadn't moved from the dark corner of the birthing room 
when the doctor in this room raised himself again, the light casting a 
demonic shadow across his narrow eyes. 

“I need not remind you this specimen could only have been bought by 
someone with the kind of funds you can only dream of.” He turned back 
to the bio readout as the new clone’s heart began to show signs that shock 
was giving way to awareness. “If she wakes up in this mess she'll cancel 
her contract and you'll be floating meat for some other hotshot pirate, | 
guarantee it!” 

Quickly he moved towards her and began swabbing her, showering 
away clods of foul coalescence with sweet-smelling water and patting her 


As he smoothed the towel around her shoulders she 


sleeping body dry 
shivered and her skin prickled as tiny hairs he hadn’t noticed before 
reacted to his touch. 


“Mnemonic integrity reads at point-nine-nine-six and should settle at 


around nine-nine-seven.” The grey-faced surgeon had returned to his 
instruments, his temper forgotten. “I think she'll be just fine...” 

She was gone. 

“...When you've finished, get her into her suite before she wakes fully. 
There's quite a war raging, and I hope for the sake of my commission 
she’s going back to it.” 

She had already begun to stir before the orderly drones lifted the 
woman out of the vat. Her eyes fluttered open for a brief second but her 
body had no intention of responding and she settled back into drowsiness. 


He followed impatiently as the drones guided the cart towards the 


preparation rooms, where he would be alone with her for the last time. 


Richard James wrote the EVE Chronicle Children Of Light and has been 
playing EVE badly since January 2003. 
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TESTFLIGHT LHEAW ASSAULT CRUISER 


WELCOME T0 E-ON’S FIRST TESTFLIGHT, 
WHERE IN EACH ISSUE A CLASS OF SHIPS 
IS EXAMINED AND EVALUATED BY OUR 
IN-HOUSE EXPERT. THIS MONTH EVE 
VETERAN, DIGITALCOMMUNIST, CLIMBS 
ABOARD EACH OF THE EIGHT HEAVY 
ASSAULT CRUISERS AND TAKES YOU ON 

A PATH OF ENLIGHTENED DESTRUCTION 

IN THESE MOST ADVANCED AND 
VERSATILE OF ATTACK CRAFT 


It's fair to say that the entire combat system within EVE relies upon ~ 


two key values. The most important is to immobilize your target. 


Without this, your quarry will evade and escape; there will be no target to * 


destroy, and you will have failed to inflict damage on your enemies. The 
second is to overwhelm him before he does the same to you. This can be 
done through any combination of superior tactics — attrition, electronic 
warfare, or just plain old numbers advantage. With this in mind, you might 
wonder why all combat is not done with battleships and interceptors 
exclusively, right? While possible, and quite powerful, it is a mind-numbingly 
bland way to look at things. Heavy Assault Cruisers (HACs) are neither the 
most effective anti-frigate or anti-battleship platforms but they can work 
against both extremely well. Situations where a high level of mobility is 
desirable, where a frigate is incapable of meeting defensive or offensive 
requirements, are ideal for the HAC (as they are to lesser extent with the 


TEST SCORES 


A review isn’t much of a review without some 
Capricious and wholly inadequate summary to back 
it up, and our Testflight reviews are no different. 
Offered as a bit of fun, we've rated each ship under 
five self-explanatory categories: 

Attack: pure destructive capability, irrespective of 
the target. 

Versatility: it can shoot, sure, but can it walk the 
dog and make coffee at the same time? 
Resilience: armor, shields and hull strength will 
dictate how much punishment this ship can soak up. 
Mobility: how quickly a ship can reach it’s prey, 
avoid a sticky end and evade counter-attacks. 
Popularity: for whatever reason, some ships appeal 
to the masses more than others. 


Jopetully, after covering each race and ship, you will have a 
standing of how they fulfill this need. 
e focus however, i is not on specific setup advice — experience, 
inancia resources will dictate that. Instead, consider this an 
gn logic and the strengths and weaknesses of each 


bhip ee so You Sas Own choice as to which modules you should use, 


rather than anything specific which you may see here. In light of this, keep 
in mind that there are multitudes of effective tactics that work in various 
situations and even those that are most straightforward can fail you. The 
general rule to follow is to understand the Capabilities and limitations of 
your weapons. In-short, the ship is only as good as the pilot inside it, and 
only real combat experience will determine how devastating you can 
become. You will soon realize the key to victory is a balance of art, science 
and killer instinct. Do you have the willpower to adapt and overcome? G 
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If there is a single word to describe cases, the Zealot’s high speed will'serve to 


the design philosophy behind this pull you out of bad situations, which is an &.. 
ship, it would be ‘direct! Everything about it uncommon feature in Amarr ships. The : 
is geared towards the no-nonsense player best advice for Zealot pilots is to 
that wants to focus on (or enjoy?) the task know the limitations of your lasers 
of killing without having to micromanage. very well. Know the tracking, 
A ship is defined primarily by the weapon optimal and damage differences "tay 
systems it uses. The Zealot has four turret between Heavy Pulse and Heavy 


hardpoints and absolutely nothing else./ This. Beams, and try using both (not 
is single-handedly the greatest drawback of at the same time) with various 


piloting a pure gunship. Lacking any orbits and speeds. This will help ; ALY 
missiles, your damage types are restricted avoid situations where you need “ ; ae A P \\ 
to the EM and thermal of lasers, so your to be close to do damage, but it’s ff S) THE ae AD E 
opponent's resistance attributes are a key tactically unsound to do so. Or you 

factor to success in smaller engagements. could be.in the opposite situation, ZEALOT PIL : | i m 
Lack of drone defense means frigates can, where you need/to be close to L f ATIC \ Ss OF 

and will, get.under the tracking of your avoid damage but your tracking and ( ay 

lasers if you give them the opportunity, optimal do not support it. The Zealot ES LAoER 5 | , 3 tT 
which is the number one threat to any is not versatile enough for allsituations, —_ pL 

Zealot pilot — being pinned long enough for —_ so. success rate is largely dependant on Be 

ahorde of enemies to swarm you. In other the skill and experience. of the_pilot. / re 


first-strike vessel, the Zealot is almost without 
an take some serious punishment too, 
ssile or dri 


Attack S@ Som 
Versatility © mem 
Resilience’ 9 
Mobility «= ©@ a, 
Popularity 


7 
Th = Sacrilege does not have as 
— much grid, speed, or raw damage 
potential as the Zealot, butitdoes, 
pos ess a few things which makevit 
unique on the battlefield. Sti 
contin the oné word 
scribe this ship is‘ 
that obtains bonuses to 
gf z from both its tech one 
a . skills, and you have somi je u 
F gi defensive potential. TI eet ean e-strain.on your capacitor. 
point of this ship is i ) suming one medium slot is always 


ln ras : as Amarrian ships go), \ disruptor, you have little. 
? § wt oa “~ a result of the three missi 


rdpoi u intend to tank damage for, 
i It has six functional high slots (while 
t 


‘any extended period of time. The. flaw 


: ; = or. the Zealotthas the widely hated fifth in this strategy and, therefore, ship, is 
ae! > ae — ‘utility slot’), a fourth medium) slot which, __that the incredibly poor damage output 
4 makes the ship moré. practical in player forces you to-fly in groups for support. 
q | ae E i) combat and\the ability to subject all Otherwise, you risk being trapped in 
4 four damage types. It'S Very common to \ _ stalemate situations, withthe opponent 
|\ use a\mix of launchers and energy \\ etentily calling.in backup. 
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TEST OPINION 


= 
’ ; \ Attack See In line with most Amarrian ships, the Sacrilege can 
Veet Versatility ‘= = mm soak up incoming fire likea sponge, and it's as a 


= sponge that the Sacrilege is most often used, for 
Resilience gunne whilst it is a capable all-rounder, it’s ‘tanking’ abilities 
Mobility ‘ss i. mia make it one of the most survivable ships in space. 
Popularity Sem 


G2 = &ON/ AUTUMN OS 


The Vagabond.is one of the 
simplest ships to understand 

because it relies on the common tactic 
of ‘shoot and dodge’ which most 
frigate pilots-are well aware of. This, 
however, makes it far from easy to 
use; especially when a microwarping 
cruiseris akin to having a bull's eye on 
your rear. With speed as your primary 
advantage and defense, you do not 
have the luxury of large hitpoint values 
as you.do with other HACs. The weak 
powergrid also leaves very little room 
ativity.in terms of weapon choice, 
nost forcing you to'use AutoCannons, 
of you might, therefore, auto- 
ally dismiss the Vagabond asa 

d-rate close-range ship, when it 
fact, the best choice for engage- 
non-battleship pilots. The 
d-controls the range of the 

at v Way, superior speed. 


\ 2 THE MUNINN'S REAL STRENGTH 
<(S IN TTS EFFECTIVENESS AS 
AN ARTILLERY PLATFORM 


and modules, a Vagabond pilot should 
be able to sit just under 10km and wear 
down the opponent without taking full 
damage. Speed in general is important 
for arriving at the scene in time for the 
action, or bailing out when too many. 
hostiles prevent further engagement. 
This makes the ship a perfect choice 
for speed or action junkies and those 
who have extensive frigate warfare 
experience but are looking for some- 
thing with more firepower without 
being forced into a change of 

tactics. With the potential to 

reach Interceptor veloci- 

ties, great precision 
is required for 
maintaining 
range and 
tracking. 
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| Sales figures suggest the Vagabond is the least 
popular HAC in service, which is surprising 
given its speed. Although comparatively fragile 
compared to other ships in its class, the 
Vagabond is a first-rate scout/patrol ship. 


. 
: ©) THE SHIP IS A 
PERFECT CHOICE FOR 
SPEED OR ACTION JUNKIES 
AND THOSE WITH FRIGATE 
WARFARE EXPERIENCE 


The Muninn is not.as-fast as 
the Vagabond, but it is still 
_considerably quicker than its coun- 
~ terparts from the other races. This 
makes it quite a viable close range 
ship with AutoCannons. Its real 
_strength; though, is in its effective- 
ess as\an Artillery-platform. Every 
single bonus of this ship is aimed at 


possible, and with a powergrid 
capable of supporting them. 
Projectiles are-well known for their 
Single-volley damage, so 


@ me, the main 


me. 


advantage ofthis ship is 
the capability of crippling your 
enemy.with an alpha strike (geeky 


volley). After which you are:a victim 
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making projectiles as.devastating as 


term for first attack or, in this context, 


of your horrible tracking, low ammu- 
nition capacity and mediocre damage 
over time (DOT). This isn't to say the 
Muninn completely fails at engaging 
targets that cannot be taken out on 
the first salvo. The high EM and 
thermal resistances and ability to do 
massive amounts of explosive 
damage means all Minmatar HACs 
are perfectly suited for taking on 
Amarrian battleships or armor tankers 
in general. The strange combination 
of speed, close range capability, long 
range capability, and multiple damage 
types means the Muninn can do 
anything effectively short of electronic 
warfare. However, due to the tracking 
limitations of artillery, most Muninn 
pilots engage from a distance. This 
requires tackle support and extreme 
caution against battleship gunfire. G@ 


| Get in, fire and get out appears to be the 
Muninn’s speciality. It might not hang around for 
long, but whilst engaged it’s probably the most 
devastating ship in its class. 


E-ON /AUTUMNOS \ 43 


To understand the roles, capabilities there, as your entire focus canbe shifted to 

and limitations of a Cerberus is to survival rather than trying to’stay in a specific 
prettyymuch understand the techniques of position in space, And while the Cerberus 
missile warfare. Unlike other ships for which has less than favorable resistance bonuses 


eee a, AA \ : missiles are merely a support weapon, this for its shields, no other ship posseses the | 
wN\ - ge : HAC takes it to the extreme with the inability - ability to shift 100 per cent of its damage 


\ mS todo any sort of turret damage. This output to any of the four types. That ability 
si inability is the greatest alone means your enemy's defense can/be 
* . a disadvantage rendered useless through the simple 
. 2 =~ Ae procedure of switching ammunition, The five 
“ ~~, . => >= =——3 fos medium slots make it a very 
ai << ae i “* ee eee ee TR viable EW platform or _ 
ao = SS “ws, —_anti4frigate with assault 
= [— ] launchers, thus proving 
= of piloting a’Cerberus, but there are many versatile for most situations,” 
baad = redeeming features that overcome this minor / The key rule to,attacking in a Cerberus is to 
= annoyance..Missiles in general have the use the correct missiles, and to/be anywhere 
= S capability of inflicting full damage-irrespective but the optimal of your enemy either by — 
= = of your range to the target or its transverse ramming into him or spamming warhe ads 
= (=) velocity in relation to yourship. This makes from a safer distance (Ww u 
~ ra the ship one of the most ‘user friendly’ out p 
Lu == : : 
DR TEST OPINION 
£. 


Attack © ome 
Versatility © © om 


The Eagle is probably one of the engage at distance; a battleship is too 
most unique, and therefore least slow to lock them, or warp away in ial 
versatile, of all Heavy Assault Cruisers, | time. An Eagle fits this role perfe 
since it has a very specialized niche in by warping in at extreme range 
combat. It has one role - to snipe destroying an |) 
from afar. In all situations where this is two and warping call 
an effective tactic, the Eagle lays before too many col 
down the law. Many question the near, or the battleships 
purpose of a ship that must always be | do too much damage 
at or above the optimal of a battleship, (assuming they can do 
when the main method of defense for | anyatall beyond | — f j i ¥, 
HACs is avoidance of said firepower. 100km). In the case of {| ae / 
This is a standard way of thinking for this ship, its\success depends highly | 

most individuals because they assume __ on the positional awareness of the 

all combat must take place where they __ pilot rather than setup. It is, however, 


2 Ul 


will be using close or medium range one of the most effective harassment 
ammunition. Doing this on an Eagle is techniques that will frustrate the enemy j 
suicidal, and to better understand it and force him to change position. i 


you have to look at the two big advan- 
tages HACs have over battleships: 
maneuverability and tracking. For 
instance, you are part of a smaller 
group engaging a much larger. The 
only way to engage is from a medium- 


TEST OPINION. 


long range. The danger to your battle- Attack "mint le Mets on — ert 
ship pilots is the inability to warp away pick your targets carefully and e shi i \ 
after sustaining damage, and at these will serve you well. 


Mobility Sam 
Popularity 0) Sam 


ranges it means interceptors are the 
ultimate threat. A frigate cannot 
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The lshtar is in-many ways 
similar to-a- Cerberus, witha few 
key advantages and disadvantages that 
come from using drones over missiles. 
For.one, both ships,can do any type of 
damage, but the Cerberus can alter this 
at anytime during combat, while the 
Ishtar is forced to dock.and manually 
swap its drones between battles. Both 
ships use indirect damage which 
/. |\ “tequires time for the pain to-arrive to the 
X target: The Ishtar does have'three turret 
hardpoints so some direct damage is 
possible (suitable against frigates), and 
4 the drones only Rave to get into optimal 
K once. As a counter to this, drones are 
heir missile equivalents 
loser to the target is a 
th types of weapons 
d during flight, but the 
ar greater on the Ishtar 
enish forever, especially 
avy drones. Thus, a 
‘smartbomb fitted 
ajority Gi 


t of the combat rh 
n the combat effective- 


Ose range, and 


ging. It is 


Mane the! rare’ of high 
devastai ; means the mortality 
also very high, despite it being 
no more versatile than the highly 
specialized Eagle. So the primary 
disadvantage to piloting a Deimos is 
not the distance you must overcome to 
do this devastating damage, but the 
simple fact that any. pilot can easily 
identify you for what you are, further 
compounded by the characteristic 
green exhaust trails, Or in other words, 
there is no tactical element of surprise. 
Escaping from this reality is quite 
impossible as it only uses drones as a 
secondary weapon, and.medium. class 
fh railguns are not suitable for player 
combat without the. specific bonuses 
of.the Eagle. It does, however, make 


Thatimeans the Ishtar can be put 
out of service after a:single failed 
engagement, so the greatest 
drawback of piloting one is similar 
to piloting a Zealot-and having your 
lasers shot out. No other ship has . 
such-a. crippling feature, so why 

pilot one? This is-simple to-answer ‘ 
when you look at.its capabilities. It 

can field 15-heavy drones while 
devoting its full capacitor to-maintaining 
a five medium-slot, five low-slot tank. 
This capability is only seen in one other 
ship, a battleship. That not only makes. it 
one of the most difficult ships to destroy, 
but also one of the most damaging. The 
damage per second (DPS) of an Ishtar 
pilot with devoted-drone specialization 
will make any enemy cringe in agony, as 
well as distract.(or seizure) him with 15 
flashing squares on his screen. 


TEST OPINION 
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Hardened battle experience and specialist drone 
skills will offset this ship's skin-deep weaknesses 


Resilience © am 
Mobility ©ae mm 


Popularity = am 


for one of the 
best anti-battleship, platforms.of the 
entire class, simply because it has the 
damage potential to-break through a 
tank and can avoid most turret fire at 
point blank range with great ease. For 
those who don’t mind adding some 
extra risk to this very expensive 
one-trick pony, a full damage setup 
with Heavy Neutron Blasters raises the 
Deimos. above-all other HACs and even 
some battleships in terms.of raw.DPS. 
Such ‘shotgun tactics’ will eventually, 
get you killed, but with careful planning 
of your warp-in trajectory and target 
selection, you can ensure you get your 
money's worth by leaving a path of 
havoc and mayhem first. G 


oY 


© GET YOUR MONEY'S WORTH BY 
LEAVING A PATH OF HAVOC 
> | AND MAYHEM 


" ed \ 
i - =, ae 
at 
Seidl . 
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Whilst it’s hull-kin, the Thorax, is probably the 
most versatile ship available, the Deimos is 
anything but. As elegant as it may appear, it’s 
destructive potential is less than subtle. At close 


Mobility. © © mmm 


Popularity © © mm 


range, it’s simply lethal. 
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THE Li 


refine your technique andylearn from 


that you have a higher chance of avi 
time. | leave you with two comments? 
ship, and please. don’t smartbomb my. 


person (or persons) capable of 6 
is not to blame the ship, ortry radi 


Only experience will determi 
your reactions are, and even 
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Developer: Viziam 
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CHRONICLE #4 — 
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-} After generations of hardship and 
| solitude, the remnants of the Jendevi 
people had made their home in Deva, 
~ a hollowed-out asteroid. Many 
genarations were now on-board, and 
heading for what appeared to be 
| salvation and ancestoral reunion. 


Gg Janvir Parwan smiled at the familiar sound greeting 

him from the conning mast’s access corridor. Little 

Indira was becoming a fixture on the conning bridge, the 

pitter-patter of her bare feet heralding her arrival whenever 

the child could not fall asleep; on such nights, she would jog 

up the long span of the Jendevi city-ship’s conning mast to 
extort a bedtime story from uncle Janvir. 

He didn’t turn around, instead keeping his eyes fixed on 
the star directly ahead of the city-ship. It loomed larger than 
the others, and Janvir remembered when, many decades ago, 
it was hardly distinguishable from the background of stars. 

Indira leapt upon his back with a screech and he caught the 
child, laughing. “Trying to give me a heart a one?” 

“Unca Janvir, I couldn't sleep, the heater is broke again!” 
The child’s eyes were filled with mirth, but she was shivering. 
Maintenance was a growing issue aboard Deva, the great 
hollowed-out asteroid where the remnants of the Jendevi 
people had made their home for these past centuries. Janvir 

~ prayed daily that the star they approached would be their 
promised land. The lure of encountering another civilization 
was what launched the ship in the first place, but now 
seeking out the lost cousins of the Jendevi had taken on a 
life-threatening urgency. Deva was an archaic sub-light 
generation ship, and she wouldnt last much longer. 

“So, Indira. Which tale would you like to hear tonight?” 

: He smiled warmly at his niece. ~ 
ors Indira didn’t skip a beat: “Tell me about the aliens, unéa!” 
ie Tales of the lost colonies enraptured children throughout Devas 
500-year journey, giving rise to many generations of talented 
_ cartographers, engineers and agriculturalists — all focused on the task of 

unification with the rest of mankind. 

~~ So Janvir sat with his niece, poiriting out the distant star and regaling 
her with the tale of their history. He spoke with fondness of their Terran 
~ ancestors, who emerged from EV#’s mouth and set out for the farthest 
reaches of uncharted space when most other settlers were content to 
entrench themselves closer to the gate. He sombrely shared with Indira 
the collective gasp of horror that shook Jendevi society when their 
telescopes witnessed the cataclysm ravaging the core worlds, surely 


4 


obliterating any trace of humanity caught in its reach. Finally, he told, 


his niece of the great renaissance, when their long journey away from the 


* 


cousins. Imagine our surprise when we found that not only had the gravity storm abated, but 
that we were receiving radio signals from a number of cultures!” 

“What were they’ like, unca?” 

“Well, they aren't aliens, but people like us. The first people we heard from were the Amarr, 
but we couldn't understand their transmissions. They were weak enough to be indecipherable, 
but strong enough for us to know they were man-made. Centuries later, we heard from the 
Gallente, who sound a lot like our people from their signals, very free-spirited and artisan in 
nature. Then we got to know the Caldari, who are an industrial society we believe to be part 
of the Gallente, and the Minmatar who are at war with the Amarr. You should keep in mind, 
little one, that such transmissions take a long time to reach us; these people might be quite 
different when we finally meet them. Best of all though, we're almost there.” 

_» The little girl was ready to doze off in his arms, but Janvir continued, reflecting on the 


+ Deva's construction when the Jendevi discovered the rapid decay of their moon’s orbit. The 


< generation ship was the ark of their society; an asteroid captured from their parent planet’s 
4 Within its gleaming rocky exterior lay an archive of history, including detailed timelines 
 6f the human arrival in New Eden — these would prove an invaluable gift to their lost cousins, 

Janvir explained, since all analysis of their transmissions indicated the core colonists who 
i e cataclysm had no clue regarding their origins. Thus, Deva departed for the core, 
nearly 600 artisans, scientists and engineers; the cream of Jendevi society. The 
ing sight of their disintegrating moon through Deva’s aft view-ports imbued their 
‘grim finality. 


_. A panel to Janvir’s side lit up, interrupting his tale. He set the sleeping Indira down on his 


bench and stood bolt upright, eyes racing over newly acquired telemetry. Sweat beaded upon 
his brow, and Janvir raced to a communications panel. 
“Yehat, get to the conning bridge. You have to see this.” 


Yehat Parwan, his brother and father to young Indira, was also Deva’s chief watch officer. His 
bare feet made a different sort of pitter-patter, noted Janvir, as the ranking officer stormed 
bleary-eyed into the conning bridge, still in his pyjamas. 

“You woke me up in the middle of the night, Janvir! This better be good!” 

“Its good, brother. I think we may have concluded our journey early”, exclaimed Janvir, 
pointing frantically at the LIDAR panel. Yehat approached it, and went pale in the face. 

Centuries ago, the star Deva set course to had been identified as the closest major source of 
transmissions. It was decided that the red star offered the highest chance of encountering 
another civilization, but arrival in the solar system was still weeks away — the obstacle in Deva’s 
path was a far more pressing matter. 

“If we reverse sub-light drives now, we'll stop just in time to avoid ploughing into it. Looks 
like an asteroid belt, but look at these! The signature’s metallic and angular, and there’s dozens 
of them! Could it be a settlement?” 


“You seein’ what I’m seein’ on the scanner, Hirakii?” 
“Well Pll be damned... must be a drifter. Can you approximate its position?” 
“Tt just drifted into... sixth belt, eight planet.” 


The bridge was now packed with a crush of people, roused from slumber and wide-eyed with 
anticipation. After so many generations, Deva carried well over 3000 Jendevi. Nestled in the 
throng were Janvir and Yehat, operating the scope and LIDAR panels with frantic urgency. 
“We're in range to get that settlement on scopes now!”, cried Janvir, carefully bringing the 
scene into focus. Before them a large screen flickered on, and a gasp rose from the assembled 


gate ended, and the Jendevi finally settled on a habitable moon orbiting a gas giant. It was the only - 
orld they could find which would support life in the sparse stars far outside the EVE cluster; but 


ere, spared ofthe storm, Jendevi society thrived. | - 


“Then, the most wonderful thing happened, my little one.” Janyir’s voice swelled with excitement. 
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mass — it was the first man-made object they had glimpsed in 
the better half of a millennium. 
“Markings. In old tongue!” The screen struggled to resolve 
the white block lettering on the object’s side. 
“It reads... ‘Cargo Container’ — not exactly the warm 
‘welcome home, brothers’ we were hoping for, but it'll do. 
Congratulations, everyone. We're about to make first contact!” 
“Look there. On the LIDAR! Are those... are those star- 
ships?” 
Indeed, two great vessels had appeared on Deva's short-range 
scanners, slashing into existence about 30km off her bow. 
Unmistakably human in design, they lit their drives and lurched 
toward the city-ship. 
“Faster-than-light starships! Remarkable!” 
“Blessed be the gods. Open radio! They must be 
Caldari, use the lingua-code we extracted from 


Caldari broadcasts! Tell them we come in peace!” 


Captain Hirakii Olokaisen of the mining barge 
Omber Zombie couldn't believe his luck. This 
star system had been, by all accounts, stripped 
dry of anything remotely worthwhile, and yet 
here it was — the largest boulder of dark ochre 
he had ever laid eyes on. 

The Olokaisen Corporation mining fleet's 
scanner officer probed the find with his survey 
scanner. “A good million cubics, easy. There's 
somethin’ else though, I’m readin’ a bit of 
titanium and a weak radio signal.” 

“Who gives a rat’s ass,” barked the grizzled 
Olokaisen. “I’m not responsible for the last 
miner to spot this nugget and get so horny he 
crashed his barge into it. Probably just an old 


wreck, nothing uses radio anymore. Let's dig in!” 


“Why are they attacking?!” 
The city-ship rocked and heaved, artificial 
gravity plating failing beneath the terrified 
Jendevi colonists’ feet. Indira cried shrilly, holding 
tight to her father while Janvir struggled to hold on to 
his LIDAR console. As soon as the mysterious ships spotted 
them, they opened fire with bizarre absorbing rays that 
threatened to unmake Deva’s inner hull and expose it to space. 
More ships were joining them, some identical to the monstrous 
aggressors ravaging their home with a trio of ravening orange 
beams, others resembling little more than interstellar cargo trucks. 
“T don’t think, they're attacking!” cried Yehat. “I think we're 


being... mined! Those rays are devouring us!” 


Captain Olokaisen examined the chromatographic readout With the mining fleet concentrating more and more of their hungry beams upon 
from his mining barge’s strip-mining beams. Something was off Deva, slowly but surely whittling the defenceless city-ship down to a pebble, the legacy 
about this pebble. “Pekki, you getting anything funny from your of the Jendevi ended up largely pulped and reduced to rubble in the Omber Zombie's 
miners? I seem to be harvesting a lot more titanium and carbon cargo bay. They had reached their promised land, only to stumble on its steps — and they 
than I should be.” took'the secret of mankind’s origin with them to their grave. 

“Only thing I’m readin’ now is my wallet getting fatter, Later that day, Hirakii Olokaisen took the liberty of watching his precious ore 
Cap'n! Probably just some gunk in thé matter stream.” make its way down the conveyors of a station refinery. He eyed the gleaming 

“You're tight; let's finish processing this rock before anyone boulders greedily as they tumbled into the blast surface — until his eyes came to rest 
else gets wise to it being here.” on something decidedly out of place in an ore-cracking station; something that by 


all rights should not have survived a trip through a 


>) Within its gleaming rocky interior lay an archive of history, strip-miners matter buffer. It was a small toy, some 


kind of animal, almost comically straddling a chunk of 


including detailed timelines of the human arrival in New Eden dark ochre before it plunged into the furnace maw. (4 


Tom Czerniawski lives in Ontario, Canada and has been playing EVE since Beta. He has 


written four Chronicles for the EVE website and is the author of the infamous Hamish Saga 
— www.tribaltrustofpator.net 


IN CHARACTER #2 


With more than 600 member pilots, 

Celestial Horizon is currently the 
most subscribed to Independent 
Corporation in existence, whose leader 
also happens to be the Executor of the not 
innumerable Ascendant Frontier alliance. 
All told, Cyvok directs more than 2000 
ship commanders, below them a crew 
roster that numbers millions. Given the 
scope of such responsibility, you would 
expect the Caldari-born leader to be 
brusque and dismissive, yet on every 
subject, no matter how trivial, he appears 
wistful, warm and keen to fully explain his 
personal history and political intent, with 
scant regard for more pressing concerns. 
As he prepares himself an adviser hovers 
over him nervously, keen to discuss the 
day’s orders. He is quickly dismissed. 

Despite the furrowed brow that faces 

him across the interview table, Cyvok talks 
at length about his origins. He believes the 
history of CLS intertwines his own, that of 
a reincarnated military force that was 
somehow thrown in to EVE rather than 
born into it, perhaps as were our ancient 
forebears countless eons ago. These 
myths, as sincerely recounted as they are, 
are just that, but they serve to reinforce his 
conviction that as nomads, Celestial 
Horizon has been, since its inception, 
labelled as different and it is this that has 
made CLS a target for pirates, land- 
grabbing alliances and any organization 
looking for an excuse to wage war. 


IF YOU BUILD IT 

The CLS leader's achievements stem from 
his early career as a versatile trade, mining 
and combat pilot, first with the Caldari 
State War Academy then, briefly, with the 
Rough-Necks. As part of CLS he quickly 
worked his way through the ranks to lead 
what was within famously called the 
‘Genesis Mining & Construction 
Department. 
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PLAYER PROFILE 


NAME: Cyvok 

CORPORATION: Celestial Horizon (CLS) 

POSITION: CEO and Alliance Executor 

ALLIANCE: Ascendant Frontier [ASCN) 

SPECIALITY: Corp and Alliance Leadership and Diplomacy 


SECURITY RATING: 


1.0 


MOST LIKELY TO SAY: 


“Honor and serve” 


LEAST LIKELY TO SAY: 


“| need a holiday” 


“We could build up to three battleships 
a day at a time when building three a 
week was considered a feat” He proudly 
comments. “It was critical to our survival 
that we could keep the CLS fleet outfitted 
with battleship-class vessels, as CLS had 
just been accepted as a member of the 
powerful XETIC Protectorate and 
Immensea Federation’? 

An unending series of wars led CLS 
founder Ishkur to retire and, naturally, Cyvok 
was voted in to take control. Quickly he 
reorganized the corporation into specialist 
departments, each serving the good of the 
organization. Its democratic means and 
team-orientated operations drew many to 
join, and CLS grew to become the largest 
member corp of XETIC. 

“Our success would eventually be 
XETIC’s Failure,’ admits Cyvok. “It wasn’t 
long before other organizations in the 
universe would realize that XETIC was 
continuing to grow in power and influence. 
With the defeat of the Curse Alliance, the 
federation became the target of choice; 
most feared its continued growth? 


ASCN were the 
first alliance to 
build an outpost, 
Prometheus 
Station, now fully 
operational in 
Feythabolis 


®) The story of the Ascendancy and that of Celestial Horizon is far from over. In fact it has 


through genocide 


, aS IS SUCCeSS 


barely begun. Failure is unacceptable 


FALL AND RISE 

The pressure of continued conflict was to 
charge a heavy toll, not only on resources, 
but on the faltering cohesion of XETIC’s 
leadership. Cyvok was quickly promoted to 
become XETIC's Vice President, but what 
had been a shining beacon for freedom 
was already dimming. 

“Nothing could be changed fast enough 
to adapt it to the ever-more hostile 
landscape’ He says. “Eventually a truce 
was reached that would end the great war. 
That truce would also see the birth of a 
new order in the universe’ 

The Ascendancy, as it's commonly 
known, grew from a partnership between 
CLS and Dirty Deeds Corp. Lead by Cyvok, 
their long-term aims has been to cut ties 
with the old empires and build one anew 
that could stand among that of the 
Republic and Caldari State as an equal. 

Insofar as The Ascendancy appears 
secure in its corner of Feythabolis and 
Impass, having signed non-aggression 
pacts and treaties with a number of nearby 
alliances and other organizations, the 
future is far from certain, for whereas other 
alliances are prepared to be ruthless to 
achieve their aims, Cyvok, despite his 
steadfast grip on the reigns of power, 
refuses to relinquish his beliefs; that the 
frontier can be a haven for commerce, 
culture and peace 

“The story of the Ascendancy and that 
of Celestial Horizon is far from over” he 
says. “In fact it has barely begun. Failure 
is unacceptable, as is success through 
genocide. We must strive to be true to 
ourselves, to do the right thing. Only then 
can humanity truly evolve” [6 
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GETTING FROM A TO B IS EASY ENOUGH, GETTING THERE WITHOUT ENDING 


UP RENTING AN EXPENSIVE CLONE TANK MARGINALLY LESS SO. HERE, THEN 


IS OUR GUIDE TO STAYING ALIVE ON THE MOVE — SAFETY NOT GUARANTEED 


Whether behind the controls of a 

lethargic industrial ship or the lithest of 
interceptors, getting around the EVE universe 
is comparatively easy — you just point your 
vessel in the direction you want to go, double- 
tap the mouse button and your ship magically 
turns to face the new heading. Of course, 
while finding something at the end of your 
journey is unlikely, finding the end itself is 
even more so — space being a rather minimalist 
and infinitely large environment — which is 
why modern spacefaring vessels are equipped 
with warp drives, to travel to wherever it is 
you want to go quickly. Without a warp drive, 
you may as well get out and walk. 


The problem with warp drives is that they 


require navigation points. Luckily, each and 
every nav computer in each and every ship is 
programmed with the coordinates of nearly all 
the man-made and natural celestial bodies the 
length and breadth of known space. Right-click 
in the main screen and you're given warp access 
to approach any station, planet or rock belt in 
the local system. And should you wish to visit a 
neighbouring system, you simply approach the 
corresponding stargate and activate the ‘jump’ 
option when in range. The wonders of EVE are 
but a few mouse-clicks away. 


Sadly, just because the process of getting 

pout at the basic level is easy to master, it 
doesn't necessarily translate that mastering th 
various facets of astral navigation will become 
instantaneous. However, the aim of this guide 
is to make it as hassle-free and as safe as it 
possibly be; the quickest and easiest way to 
leapfrog lesser pilots is to use bookmarks, or 
‘BM’sas they are more popularly known. 


ON YOUR MARKS 


Whether you believe bookmarks to be the 
best thing since Quafe Ultra or just another 
waypoint on the highway to mankind’s 
eventuall oblivion, the truth is that until the 
powers that be change the system, BMs are a 
necessity. At the very worst they will bank you 
time, at best save you from tasting the cold 


Lone Industrial 
ships are easy prey 
for player pirates 


emptiness of space as it fills your dying lungs. 
If you regularly mine, a bookmark a distance 
away from your favourite asteroid belt will 
allow you to warp straight in and target the 
Miner IIs without having to chug into 
position. Another bookmark near the local 
refinery means you can haul the ore back in 
double time. In fact, with a couple of well- 
placed bookmarks, a solo miner can bore 


and haul without having to worry about 


GOL 


+ WOU\ARE HERE 


GINNUNGAGA 


THAN FIELOS 
POINT OF-NO RETURN 


"Great wildlANoS 


DIVINITY'S EOGE.. .. « 


thieves stealing entire caches of precious ore. 
Traders, too, would be wise to set up a few 
bookmarks. Just as its the early bird that 
catches the worm, so too the first that can 
bring their goods to market will earn the 
money. If you happen to regularly work a 
certain trade route, it would pay huge 
dividends if you could seed a network of 
bookmarks. Given the speed of an industrial 
ship fully equipped with cargo expanders, 
BMs could feasibly save a committed trader 
hours every week. And for those who haul 
precious minerals and rare modules through 
dangerous systems populated by pirates and 
corporation enemies, the benefits are obvious. 
In fact, let’s be blunt; without BMs you 
simply will not survive warping into a pirate 
trap. You might not survive with them, but at 
least you'll have a decent chance of survival. 


AUTOMATIC 

The problem with bookmarks is that whilst 
they make travelling quicker, they certainly 
don't make it any more interesting. After a 
while, every burger bar at every gate seems to 
look the same and all you want to do is sit 
back, turn up the jukebox, relax and let the 
navigation systems do all the work. 


Covert Ops ships are 
fine for sneaking 
around, useless for 
anything else 


In terms of cost vs 
risk, shuttles are 
the best way of 
getting around 


Thankfully they can, and reliable they are too, 
generally. Right click on the name of any 
location that happens to be at least one system 
aw J from your current location and you'll be 
offered the option to ‘set destination’ there 
You then simply activate the A icon to the 
of your Ship Status Panel and find a good 
book (or this very magazine). Sadly your 
navigation systems won't make use of any 
bookmarks, so if you happen to pass through 
any lawless systems and you've gone shopping 
with the wife and kids, you may come home 
to find a rather d ssing screen saver. 

Of course any kind of long-haul travelling rganise your 


is going to require some carefull, well Overview settings if 
a you want to get the 
best out of it 


thought-out planning. In fact, most short-haul 


trips are worth researching, for whilst EV 
isn’t as dangerous as some would have you 
believe, it’s not all peace, love and harmony 
either. The way to avoid pirate entanglements 
and other combat hotspots is to set your 
autopilot to avoid dangerous systems. As } 
should already be aware, each system has a 
ity rating from 1.0 (as safe as it gets) to 
0.0 (a bit dangerous), with 0.6 systems being 


the lowest sec-rated system an AFK (away Miners would be 
: well advised to set up 

bookmarks around 
passing through. G their favorite rocks 


from keyboard) traveller should attempt 


INSIDER'S GUIDE 


THING A 


G LOVE YOUR MAP 


The map (F10) is your friend in other ways, 
too. Display settings (selected from the World 
Map Control Panel) allow you to overlay all 
sorts of pertinent information across the EVE 
universe map, from the number of your corp 
mates in space, to the number of kills in each 
system in the last hour. Whilst much of this 
information is useful, however, it’s not always 
totally reliable. For a start the information is 
always 30 minutes out of date, for another, 
just because a system is blinking out that 20 
pilots have met their end there in the last 
hour, if the system happens to be a safe one 
(0.6 or above), it’s fairly safe to assume that 
the battle was between warring tribes rather 
than a co-ordinated attempt by pirates to ruin 
people's day. If you're in a shuttle, you're going 
to have to be seriously incompetent if you 
manage to call in your clone contract. Take 

a look at the most current territory map (the 
latest can be found at www.eve-wiki.com — 
just enter ‘Alliance Map’ into the search field), 
which highlights any chokepoints and 
contested systems — although the recent Cold 
Miia cise weiusilnniton War highway changes are still to be incorpo- 
without them? Back on Earth, probably rated at time of writing. And still, if you're 
worried, ask someone in one of the myriad of 


chat channels. The worst that could happen is 


®) IF YOU'RE WORRIED, a few harsh words from a disgruntled EVE 
ASK SOMEONE IN ONE vase 

OF THE MYRIAD OF CHAT Hatineneae eo 
CHANNELS. THE WORST By dilsine cig at esa 
THAT COULD HAPPEN IS 
A FEW HARSH WORDS 
FROM A DISGRUNTLED 
EVE RADIO LISTENER 


tially dangerous situation, or any situation for 
that matter, it pays to know who or what is 
around you. The best way of doing that is to 
take some time to customise your Overview — 
the window that sits in the top-right corner 
of the screen. By default this tactical readout 


highlights all the nearby objects, be they ships, 
sentry guns or stargates, but in busy systems the 
list of potential threats will be overwhelming to 


the point that a genuine hazard can be over- 


BOOKMARKS: THE EASY WAY ni SSS 


Creating bookmarks is easy, 
but there is a knack to doing 
them well. An untested BM 
could leave you in a perilous 
situation, so try it out before 
you find yourself relying on 
them. Hopefully, we'll have an 
in-depth guide to bookmarking 
in a future issue, but until then 
just follow these handy steps: 


First off, choose a fast ship or, at Start at your entry point, typically Don't approach yet; let your ship 


least, one able to decelerate into a system. If this is a mining come to a halt, but keep your view 
quickly. BMs need to be as BM, start at your preferred mining __ so that it faces directly into the 
accurately placed as possible and spot or the cargo container that is direction you faced as you exited 
trying to force an immediate stop anchored there. Now warp to warp. Your ship may level off, but 
is something a battleship cannot within 15km of your destination don’t worry about that. When 
easily achieve. station or gate. you're ready, double-click directly 


ahead, carefully avoiding any 
obstacles in the way, but making 
sure to stick to the same heading. 
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Warp Core Stabilisers are standard issue for 


IMPERIAL 


SHIPMENT 


FIT TO SURVIVE 


How you equip your ship and which ship you use will be key to your safety. If you simply 
need to get somewhere fast, leave that expensive battleship in the hangar and take a 
shuttle. If you need to get your heavy cruiser to tackle some agent missions, but don’t 
want to get into any scrapes on the way, fit modules that will help you escape them 
rather than trying to balance your weapons loadout to cover all possible confrontations. 
Warp core stabilizers (WCS) are a must, as is speed. Fit overdrive modules to increase 
your base speed, and add an afterburner or microwarpdrive. Targeting disruptors may 
help you evade the first wave of an attack and allow you to make a quick escape. Going 
down in a blaze of glory is all very well, but the cost of replacing an uninsured ship and 
its modules will quickly snuff out any warm glow you may feel at the time. 


pilots making a dash through hostile systems SS 
ak 
—s 


looked. Creating Overview profiles to suit 
different operations will alleviate that 
problem: simply right-click on the word 
‘Overview’, go through all the flagging and 
colour options and save the settings under a 
suitable name — ‘mining’ for mining, etc. You 
could (and should) create profiles for every 
conceivable situation, so should you be 
trading, you can quickly switch to, say, your 
‘evasion’ overview that brings up a list of local 


moons you can hide away at. 


ESCAPE POD 


Despite your best efforts at evasion, the time 
will come, as it does to us all, that you do get 
pounced upon and defeat is close at hand. If 
your warp drive is scrambled, your engines 
webbed and you're heavily outnumbered, 

you can still escape the heavy toll of clone 
reactivation. Forget fighting back at this stage, 
it’s a futile gesture; instead hover the mouse 
over a planet, station or moon and as soon as 
your vessel paints it’s last vapour trail, you can 


then warp away in your pod. Unless your 


assailants are equipped with scanning 
equipment and fast interceptors, you can be 
sure the chase will be a short one. And if your 
assailants are camping the exit gates, you can 
simply leapfrog around the system every 
minute or so until they lose interest or find 
some other poor sucker to prey upon, in 
which case you may be able to quietly get out 


of the system. 


THE GANG'S ALL HERE 


Much of the advice so far could be assumed 
to be for solo players, but there are other ways 
of getting around that are perhaps safer, easier 
and less hassle-free than any other method. If 
you have corp mates or friends nearby who 
are happy to tag along, creating a gang will 
allow you to travel together with the added 
benefits that any applicable leadership skills 
may bring, not to mention the more obvious 
benefit of safety in numbers. Turn off your 
autopilot, let the gang leader lead the way and 
you can sit back whilst he initiates ‘gang 


warp’; if you should get left behind (if, say, 


Bear in mind that 
system entry and 

exit points are not 

the same, so for 
long-haul journeys 
across regions you 
need a different BM 
set to and from your 
final destination. Also, 


youre piloting an industrial ship), they can 
quickly warp to you or you to them (right- 
click on the player's name and select “Warp 
To’). Being in a gang is not mandatory, but 
tagging along with other players is certainly 
recommended. EVE is a massive multiplayer 


game, after all. 


SEWING UP 


Navigating your way around the byw ays and 
highways of EVE is not rocket science. 
Using this guide, your instincts, the help of 
friends and some common sense, you should 
be able to avoid most of the traps that are 
sprung upon you. There are safer ways of 
staying alive — forgetting your password at the 
login screen being by far the most effective — 
but such methods are not going to help you 
achieve your objectives or allow you to have 
much fun. EVE’s can be a dangerous 
universe, it’s ways are harsh and 
uncompromising, but it is that which 

makes it such a tense and dynamic 


environment to explore. (Ss 


You'll want to stop approximately 
15km past your destination. In 
effect you will be 30km further 
along the same vector from where 
you exited warp, with your 
destination roughly between the 
two points. Now bookmark the 
spot you have reached. 


Next try out the bookmark by 
returning to where you started, 
then warp to the BM you just 
created. If this is a waypoint 
between systems, you may want to 


jump out and back into the system. 


On returning you should arrive 
close enough to make a jump, or 
dock. Now follow the same steps 
for the return journey. 


as your collection 
grows, it will become 
difficult to maintain so 
adopt a consistent naming 
system: a bookmark that allows 
you to ‘insta-jump’ from Azerakish to 
Yasud, assuming the system of origin was 
Lari, might be called ‘Azerakish: Lari to 
Yasud’. Of course how you name your 
bookmarks is up to you, but be consistent. 
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B. BORKUR EIRIKSSON 


CCP STARTDATE: April 2004 
POSITION: IllUstrator/Artist 
AKA: ‘Nag’ 


IF A PICTURE TELLS A THOUSAND WORDS, THEN BORKUR EIRIKSSON MUST SURELY BE 
THE MOST PROLIFIC WRITER ON THE EVE TEAM. SINCE HE JOINED CCP LAST YEAR, HE'S 
BEEN RESPONSIBLE FOR ILLUSTRATING ALL THE ONLINE ARTICLES, FROM THE ART THAT 
HAS APPEARED ALONGSIDE CHRONICLES AND SHORT STORIES, TO SCIENTIFIC ARTICLES 
AND THE IN-GAME INTRO THAT FORMED PART OF THE COLD WAR UPDATE. BORKUR’S 
ROLE ISN'T JUST TO FLUFF UP THE BACK STORY, HOWEVER; WHEN WE CAUGHT UP WITH 
HIM HE WAS FINISHING TEXTURING THE IN-GAME MINMATAR CARRIER MODEL, WHICH 
SHOULD BE MAKING AN APPEARANCE LATER THIS YEAR. 


How did you come to be working at CCP? 

I first learned about CCP whilst I was studying art in 2000 and decided to pay them a visit. The 
company only had a few people at the time and occupied only one floor of the building it currently fills. 
After that little visit I knew that this was the company I wanted to work for when I finished my 
education. I kept in touch on a yearly-ish basis and when I got my diploma in early 2004 I was hired. 


What does a typical working day involve? 

A lot of coffee. You can find me most of the time sitting at my desk, painting with my faithful drawing 
tablet and if I’m not there then I’m probably getting more coffee. Most of my time goes into illustration 
work for the chronicles and stories, but I also do modeling and texture work and the occasional odd bits 
here and there. 


What materials do you use? What is the process? 

Tuse a Wacom tablet and Adobe Photoshop 95 per cent of the time. Sometimes I start by sketching ideas 
on paper, but most of the time I just start with a blank canvas in Photoshop and start trying to capture 
the colors, atmosphere and composition I want out of the current piece with simple forms and blobs. 
When I'm satisfied with what I have, I start moving more into defining the shapes etc. and finally into 
detail. I’ve also been known to use crude simple shapes in 3D when I start a picture, to get the right 
perspective and ‘camera’ angle I want. The time spent on the illustrations varies a lot. It can be anything 
from five hours to five days, give or take. 


When you're drawing, do you ever get any of your colleagues to pose for you? 

I sometimes get them to pose when I’m in trouble with something. The hands in Hands of a Killer are 
actually Gnauton’s (Gauti Friériksson) hands; he was holding a piece of paper at the time and I didn’t 
realize until after Pd finished that what he was holding in the picture looked like a Gameboy (talk about 
subconscious thoughts). We thought it quite funny and decided to keep it in there. 


Do you play much EVE? 

I played it feverishly for a year after release and I was so consumed by it that I almost screwed up my 
graduation! After I started working for CCP I found I had less time to play and slowly drew myself out 
of it so I could devote more time to work (and more time to my girlfriend as she was complaining a lot). 
So today I play it regularly but not nearly as much as I used to. 


The ‘snow’ 
picture from the 
Ruthless novella, 
one of the few 
pieces of art 
Borkur would 
save from the 
CCP HQ in the 
event of a pirate 
attack... 


56 ©€ON/AUTUMNOS 


What concept designs have you been 
responsible for? 

I'm not responsible for much of the in-game concepts. 
The only time I’ve made any concepts was when our 
concept designer was on paternity leave and we in the 
graphic department needed to fill his shoes. I designed 
the Amarr Chapel, some of the Rogue Drone Structures 
and Radio-Telescope used in complexes, among some 
other things. 


If the CCP office was under attack from 
pirates, which piece of art would you run in to 
save and why? 

The coffee machine! I would gallantly ride in and save 
the ‘snow’ picture I made for the first chapter of the 
Ruthless story. That picture was ‘just right’, and I felt 
very satisfied after completing it. For some reason it 
has a very strong sentimental value to me (probably 
because it’s all gritty, cold, gloomy and, most 
importantly, evil). I would save the Caldari Bombing 
picture as well, just because I could buy a few seconds 
from the pirates with promises to make some forum 
signatures for them. 


Conversely is there any in-game ship or object 
that makes you want to hide your head in 
shame? 

Fortunately none that I've personally been responsible 
for. Some of the first ships that were made are in need 
of some love, the Apocalypse being one. Out of game, 
the Tides of Change Chronicle picture makes me cringe 
every time I look at it. (WTF was I thinking?) 


You've been creating sci-fi images for many 
years. Have you ever stayed late at work to 
secretly draw goblins? 

I've been a sci-fi fan for as long as I can remember, but I 
didn’t start drawing and painting ‘till my teens. I’ve been 
drawing and painting for about nine years now and I've 
always been very highly influenced by sci-fi with a very 
healthy dose of all kinds of other things. Yes, I admit 
that I have made goblins, trolls, goblins shooting trolls 
with machine guns, robot goblins and some more 
‘fantasy’ and ‘fantasy meets post-apocalypse’ stuff. 


What is it about EVE that inspires you? 

There’s just so much about EVE that inspires me. I 
adore that Blade Runner feeling I always get when I log 
into the game. It’s all dark, vast, cruel, rusty and cold 
with a good dose of politics, capitalism and monopoly. 


What is it that you most enjoy about your job? 

I love being able to work on exactly what I enjoy doing 
the most; graphics and painting. And most importantly 
I enjoy being able to work with a fantastic bunch of 
people that share my interests. I’ve never felt such an 
inspiring and creative atmosphere in a company. [§ 
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As befits the name, MASS is one of 

the most guarded organizations to 
have established itself beyond Empire bor- 
ders. It owns no public office, employs no 
PR and ignores with quiet and 
customary disdain any attempt to discredit 
its mission to ‘spread Amarrian culture’ 
beyond the reach of the Imperial Fleet. Its 
methods are, however, as questionable as 
its motives, for it has been branded as 
heroic and heretic by Amarr and Matari 
alike. To speak to its founder, Trigger, is to 
reveal a bizarre dichotomy; a corporation 
that strives to be both loyal to and fiercely 
independent from the Amarr Empire it 
claims to serve. 


MASS EXODUS 

Legend has it that MASS draws its roots 
from the ultra-secret Ministry of Internal 
Order, the Emperor's internal security 
service, Emperor Heideran VII, perturbed 
by DED's opening of gates into regions 
previously off-limits, instigated a terror 
campaign to quell fractious systems before 
they threatened his borders, If true, it 
would have certainly been the case that all 
knowledge of MASS and its mission would 
have been officially denied for fear of 
unsettling the authority of CONCORD 
itself and the image of the Emperor as a 
peaceful leader. The Amarr authority's 
stance, then and since, has done little to 
dissuade speculation of MASS's origins, 

a situation that may have lead directly to 
MASS's wayward autonomy. 


THE STAIN OF WAR 

Whether orders were followed, misinter- 
preted or wilfully ignored (or whether 
indeed any order existed for the new Corp 
to establish itself), MASS quickly claimed 
sovereignty of the Stain region in the 
Emporer's name as a founder member of 
the Stain Alliance, now recognised as the 
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PLAYER PROFILE 
NAME: 


= 2 


ALLIANCE: None 
2 5 SPECIALITY: Combet, Diplomacy, Corporate Administration 
fj SECURITY RATING: 4.7 
FY} MOST LIKELY TO SAY: “We are MASS.” 
LEAST LIKELY TO SAY: “lam MASS.” 


CORPORATION: inistry of Amartian Secret Service (MASS) 
POSITION: CEO and ‘Guiding Hand’ 


first of many independent corporate 
alliances that lay claim to regions far from 
the reach of state-run fleets. Stain's 
authority was quickly challenged, i by 
RUS Corp, then by mOo. i 

“We protected our space with deen 
says Trigger. “Many corporations attempted 
to invade our space and thes€ Wars were 
all won with ease, but were nothing 
compared to our greatest and lon 
with the Curse Alliance? i 

The bitter war with Curse continued for 
more than a year, with daily engagements 
numbering hundreds of vessels. The losses 
were immense on both sides, but due to 
internal strife and an onslaught of pirate 
corporations keen to pounce upon wounded 
prey (RUS and mOo among them), the 
Curse Alliance collapsed and| MASS was 
quick to claim victory. i 

“We've lost battles,’ admits Trigger, “but 
we are proud that we have never lost a war’ 


st war 


GUIDING HAND 

Today MASS is no longer a part o 
alliance. For Trigger, territory is of 
concern. As it has been since 
from Empire space, MASS has, however, 
strived to be self-sufficient. ' 

“| planned from the start that MASS 
could sustain combat operations and this 
has worked out perfectly,’ he says, “All our 
members help one another but are also 
self-reliant in their own right. We are purely 
geared torwards combat and our fighters — 
all dedicated and very active = are’ 
extreme. It is they that motivate me. They 
are MASS. | am simply the guiding hand? 

Trigger may do himself a disService. Ask 
any former member of MASS or their close 
associates of his strengths and they will 
reveal his ability to lead from the front, 
whilst most CEOs are little more than 
figureheads who busy Mane? with, 
administration. t 


any 
little 


EMA OMEN TRALEE STS 


®) Many corporations attempted to invade our space and these wars were all won with 


ease, but were nothing compared to our greatest and longest war with the Curse Alli 


| 
' 


“| stepped back from the frontline of 
politics and now enjoy the role of advisor to 
many corporations and alliances. This frees 
up my time more so | can actually undock’ 


BORN TO RULE 

Trigger will freely talk of his own destiny. 
He flashes the inscription that backs his 
cross-shaped pendant freely: ‘You were 
born, bred and delivered to rule all’, it 
states. A dubious prophecy, perhaps, to 
which Trigger nods sagely and says: “Time 
will show this? 

Deluded he may be, dual of purpose 
certainly (he speaks of the glory of MASS, 
the Empire and himself as if they were one 
and the same), but there's no denying either 
his prowess as a leader or as a fighter. He 
commands respect from ally and foe alike, 

The future of MASS continues to be 
geared towards combat and military 
expansion. MASS was one of the first 
organisations to benefit from the mass- 
availability of battleships and is geared 
now towards acquiring the new line of 
Capital class vessels. Without the industrial 
means to fuel such expansion, some doubt 
MASS will be able to adapt to the new 
hyper-capitalist environment. However, with 
the skills of its loyal members beyond 
doubt and the steadfast determination of 
their leader, only the foolish would dare to 
right-off MASS just yet. [6 


MASS is geared toward combat 
first and foremost, with 
Trigger very much at the helm 


Finally, a cruiser that hits hard from a distance, 
Shield tanks effectively, and has enough power and 
cpu to fit everything you need. 


70K Targeting Range 
=) 1500 Shield Capacity 
<=. 60% Explosive 
t i 70% Kinetic Resistance 
. ( : 80% Thermal 
f a ..0 ve _ 875 Powergrid 
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SHOULD KNOW ABOUT. 


THE INSIDER'S GUIDE TO 


| RA 1) N j aon Irading in EVE is probably one of the 


most lucrative yet dang -rOus occupa- 


THERE ARE MANY WAYS TO 
EARN ISK PLAYING EVE, 
BUT ONLY ONE METHOD 
ALLOWS YOU TO INCREASE 
YOUR WEALTH WHILST 
WEARING A SHARP SUIT. 
IN THE FIRST OF A 
TWO-PART GUIDE, THE 
IMMACULATELY DRESSED 
KAAII STARTS US OFF WITH 
THE BASICS OF BUYING 
LOW AND SELLING HIGH 


KAAII 
A KEY MEMBER OF INTERSTELLAR 
DEVELOPMENTS, KAAII LIKES LITTLE MORE 
THAN TO SIT AT HER MARKET CONSOLE 


RAKING IN OBSCENE AMOUNTS OF MONEY 


tions a starship commander can take up. You 
can make millions of ISK in a few hours then 
loose it in an instant through recklessness, stu- 
pidity, or both. While there are things you can 
do to offset the inherent risks (like plan your 
route through safer 

systems and fit your ship with modules that 
might allow you to evade player pirates), there 
are some fundamental principles you must 
adopt before you start throwing money about 
the place, or, more often than not, you will 
fail in the most spectacular way. 

While most have a grasp of making ISK, 
few truthfully understand the concept beyond 
that of earning a decent wage. Anyone can 
load up an industrial ship with data sheets, 
make a few jumps, sell them at a higher price 


and call themselves a trader. 


MONEY IS TIME 


Trading takes time. Real time. A miner can 
happily sit motionless in an asteroid field 
with a half-decent novel cradled in their lap, 
ceaselessly pulling ore from defenceless rocks 
and occasionally looking up at the screen 


when the cargo hold fills up. As a trader, how- 


The low-tier industrial ships like the 
Iteron Mk | are more than capable, but you 
should train up your spaceship command 
skills if you want to fly the best 


ever, to compete and get ahead of your rivals 
you must be aware of any changes to the 
markets. Lucrative deals can appear in an 
instant and disappear just as quickly. How you 
spend your time in EVE trading directly 
relates to how much extra you will have in 
your wallet at the end of your playing session. 
A trade run that takes 20 jumps, takes an 
hour to complete and makes you six million 
ISK is not as profitable as a three-jump route 
that only makes you two million. Obvious? 
You'd be surprised. Many people want that 
long haul and the perceived infusion of large 
sums of cash that comes as a result, and 
completely ignore the short-haul payout runs. 
You can make more then these shortsighted 
people if you do the math. And, yes, whilst a 
20-jump haul will allow immersion in the 
latest Harry Potter novel, you'd do well to 


keep at least one eye on the regional markets. 


SIZE MATTERS 


On first inspection, some items appear to be 
extremely lucrative to trade, but a closer 
examination reveals this is not always the 
case. Items in EVE have varying volumes and 
knowing how ‘big’ something is can go a long 
way to deciding if it’s profitable to carry. The 
bottom line is that you are renting your ships 
cargo bay and you want to fill it with as many 
rent-paying tenants as you can. Take, for 
example, construction blocks. You might see 
a buy order for 700 ISK per unit somewhere 
nearby and quickly dash off to buy those 


Frozen Food 


Trescreial Miccesetro 


i 


blocks in your station for 600 ISK. A 17 per 
cent markup may seem as if you're tapping 
into a rich seam of profit, but take a closer 
look at the goods and you'll realize that, with 
a volume of 4m, a single block will take up 
four times as much space in your hold as most 
of the other trade goods. Those oh-so-lucrative- 
looking CBs may earn you 100 ISK per unit, 
but if you account for volume, that works out 
at 25 ISK per m3. Conversely, take antibiotics. 
These only have a 0.5m vol, and usually only 


Quafe seems to have sole monopoly 
on billboard advertising. Hopefully it 
won't be too long before traders can 

advertise their goods as well... 


make 18-36 ISK per unit. But, with a volume 
of 0.5m3, you can carry two per cubic metre, 
which works out as 36-72 ISK per m3. Much 
better than those old construction blocks, 


wouldn't you agree? 


REGIONAL DIFFERENCES 
Knowledge is power. Knowing what trades 
and what doesn’t and the supply and demand 


of your chosen area will either make or break 


you. Take the time to research your local G 
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DON'T ASK OTHER TRADERS 
FOR THEIR ROUTES. MINERS 
KEEP PRICELESS ASTEROID 
SPAWNS T0 THEMSELVES, 
HUNTERS HOLD CLOSE THEIR 
FAVORITE KILLING AREAS; 
WHY SHOULD YOU ASSUME IT 
WOULD BE ANY DIFFERENT 
WITH TRADING? YOU ARE 
THEIR COMPETITION, THEY 
ARE YOURS, REMEMBER IT! 


solar system (and surrounding areas) and see 
what is sold, consistently, in your operating 
area. Learn the prices, both buying and selling. 
‘Take note of both the prices and the volume 
supplied and bought. There is a big gotcha 
here: a lot of times you may find a trade good 
that buys low and sells high between two 
stations that are reasonably close. This may 
seem a great trade run, but if the buyer only 
needs 176 of that item, while the supplier has 
157,000 units for sale (or vice-versa), you'll 
not only be wasting time and effort, you could 
be lumbered with thousands of items that you 
can’t sell. If you're at the start of your trading 
career, this may mean that most of your money 
is tied up in stock. Experience will prove that 
in such a case, it may be better to make a small 
loss rather than wait for the right buy order to 
take all that gear off your hands. If you make a 
mistake — and you will — learn from it. There 
is an exception to this particular rule which 
will be covered in part two next issue, but for 


now, leave this type of trade alone. 


SKILL TO SURVIVE 
The skillpacks required for efficient trading 


are many and diverse. While not as involved 
as a combat or mining profession, the time 
investment in increasing your range and level 
in specialist trade skills is substantial nonethe- 
less. You begin with very limited access to the 
higher-tiered skills (as opposed to the other 
professions), but they can quickly be gained 
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with just a bit of effort. With a modicum of 


research, you can create a character that has 
a significant leg-up on those who prefer to 
follow the basic skills, which gives you room 
to grow quickly. 

The skills you'll require can be neatly 
divided into two kinds; those that affect your 
ship and your ability to navigate — we'll call 
them ‘logistic skills’, and dedicated trade skills, 
that allow you to deal in larger volumes with 
lower costs and higher profits. 

Trade skills aren’t quite as important early 
on as you might think. Just as any EVE 
player can mine or fly a basic frigate, so too 
can any wide-eyed graduate to EVE buy and 
sell whatever their wallet will allow. As a 
prerequisite to greater abilities, the trade skill 
itself is worth building up. However, we'll go 


into great detail on these skills next issue. 


EXPAND AND LEARN 


Your logistical abilities are important for one 
single reason. You need to physically haul the 
items you wish to sell yourself, at least to 
begin with. Rather obviously, then, starship 
command and the frigate skill specific to your 
race are an early priority, as progression to 
command cruisers and industrial ships rests on 
these early foundations. Cruisers are far more 
suited to inter-system trade than frigates, if 
only because of their larger cargo areas. 


Industrial ships, however, are what the serious 


trader should be aiming for, if only because 


Do your research, your 
homework, and 
especially the math. Do 
not forget these three 
points if you want 

to make your time 
profitable 


with some investment in the right modules, 
cargo capacity can be expanded to three or 
four times that of the base value. The 
Expanded Cargohold I and II modules will 
increase cargo space by 18 per cent and 29 per 
cent respectively, and all industrial vessels can 
handle two at the very least. Of course you'll 
need to train up your hull upgrade and 
mechanic skills to fit them. And let’s not forget 
navigation, which increases the base velocity 
of your ship — the quicker you can get to 
where youre going, the better, after all. 

Some will argue that the learning skills 
(Learning, and the five basic ‘brain power’ 
skills) should be a new player's first priority 
and I would agree; however, to begin trading 
— and that’s what we're covering here — they 
are not necessary since they have no effect on 
the market or your ability to interact within it. 


FIT THE BEST 


In the beginning you will be limited both in 
skill and cash to using the most basic of 
equipment; a fast frigate, some cargo 
expanders and maybe an afterburner or 
microwarpdrive. But fear not, this will change 
quickly. As cash flows in you can upgrade to 
more skills, better ships and higher-worth 
trade goods. 

A lot could be said here on the best gear to 
have, but it’s an area I'll to leave to you. Do 
you favour speed, do you fit your ship to fight 
back, or to evade, or to accept the inevitable 
and pop at the first sight of trouble (in which 


case avoid fitting expensive ‘named’ modules)? 


SUSAR TS STS IIOP D GD EES 


Whatever, the most important factor to 
consider when training for, buying and 
outfitting your ships is cargo capacity. The 
Amarrian Bestower is a popular choice, for it 
only requires the Amarrian industrial ship skill 
to be trained to level 1, and it’s base cargo 
capacity exceeds that of other low-tier ‘indys’. 
All races have capable vessels, however, and 
none more so than the Gallentean Mark V 
Iteron. It can’t be beaten on cargo space, but 
its a long skill time to train, somewhere 
around 29 days, depending on how advanced 
your learning skills are. Ask around. Most 
‘indy’ pilots love talking about their ships and 


loadouts, as do most other pilots. 


ISKY BUSINESS 


Ah, now, here's the rub: it takes money to 
make money, but how can you make money 
with no money? Well you can’t. You must 
either do some mining, agent missions, or, 

if you're particularly brave, pirating. I'd 
recommend visiting your agent and running a 
few missions for them. In a fast ship, you can 
make several million in just a few days, even 
at the most basic of agents. If mining is more 
your style, then strap on some miners and 
have at it, but the point is you are going to 
need at least a few million to invest before you 
are viable as a trader. It can be done with less, 


but it takes more time. If you have made 


friends, you might be able to persuade them 


to part with a few million to back your 
venture, however if you choose this route, 


make sure you pay them back, on time and G 


THE MARKET SCREEN — how it works 


A trader's best friend is the Market Screen. In it you can select goods 
that are in supply or demand at the local station, system or region, 
place buy or sell orders and even check out market trends. 
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MARKET DATA 


A This check box toggles whether you wish to view only the available 
items, or all the potentially available items. 

B The drop-down Range Filter lets you browse station, system or 
regional market data. 

C If you've bought anything in EVE you should be familiar with this 
already. Trade goods are at the end of the list. 

D Once you've chosen an item for sale, the list of sellers and buyers is 
displayed which you can sort by distance from your current location, 
sale price or quantity available... 

E ...Likewise the buy orders. Orders in green are worth investigating as 
they are nearby. 

F This tab takes you to the Price History screen for the selected goods. 

G This tab takes you to an overview of the goods group, in this case 
radioactive goods. 

H If you wish to browse your buy and sell orders, they are conveniently 
located behind this tab. 


» HOLOREELS 


PRICE HISTORY 

A You can view trends over the last 12 months. The sudden rise and 
leveling off of prices here can be explained by the release of Exodus. 

B This is the sell price per unit. 

C This sub-chart tells you the volumes that are being shifted. 

D Don’t worry too much about all the dots and lines, leave it to the 
economists. Use your instinct; if a price is rising be careful, if prices 


are falling, watch for them to start levelling before buying. Trade 
goods are fairly static, ore prices fluctuate however. 


WHAT'S IN YOUR HOLD? 


There are two ways in increase the 
cargo capacity of your ship. The 
easiest is to buy a ship that offers a 
cargo bay increase with every skill 
level you attain and then train up 
that skill - all Industrial ships in 
other words. The second, as 
mentioned in the main copy, is to 
fit as many high-quality cargo 
expanders as your ship and wallet 
will allow. Buy them one at a time, 
if you must, but get more cargo 
capability. Remember you are 
selling your cargo space, and if 

by expanding your cargo you can 
shorten the number of trips you 
make per run, then do it. 

The third option is to buy some 
GSCs (giant secure containers), as 
many as you can fit in your hold. 
They're expensive but all cargo 
containers have the special ability 
that allows you to put more volume 
in them than they take up. It isn’t a 
vast amount but every Little bit 
helps. Another bonus is, should you 
meet an unfortunate demise, a 
secure GSC (password-protected) 
can be anchored wherever you 
died, prohibiting the offending 
party from scooping the cans, 
opening them and stealing your 
cargo. Corporation management 
and anchoring skill is required for 
this though, and it doesn’t always 
work as pirates are just as likely 
to destroy containers rather than 
have you return to them, but it can 
save you some money if you are 
lucky enough. 


The Iteron V has the largest 
cargo of all Industrial ships. 
With high skills, expanders 
and giant containers installed, 
its base capacity can be 
almost trebbled 
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& TRANSCRANIAL MICROCONTROLLER 


« SELLERS 


Specialist items in small volumes 
tend to be sold through the Escrow 
system. It’s worth investigating, 
but beware of being ripped off 


© without problems. Not doing so may incur 


the wrath of some up-and-coming fighter 
pilots, people you don’t need to meet later in 
your career when you'r flying a fully-laden 


hauler through low-security systems. 


THE MARKET 
The Eve Market is where you'll be doing most 


of your work buying and selling. Some items 


cannot be listed on the market and are sold on 
Escrow (which is more akin to a contract 
market for couriers and space tru than a 
true traders’ market). I’m not going to cover 
e, other then to say it’s out there, 

worth playing about with. 

et Screen allows you to sort 
commodities by the number of jumps from 
you an item is, the volume available or 
required, cost per unit and, from the drop- 
down box in the top-left corner of the Market 
Screen, location (region, solar system or station). 
Pay attention to that. Make sure when you 
buy (or sell) something, you have not bought 
region-wide if you didn’t intend to. I once 
bought 40 million data sheets over the entire 
Lonetrek region. I turn profit in the end, 
but not one that made the time sorting the 
mess out worthwhile. 

There is also an often-overlooked but very 
useful history tab on the Market Screen that 
will tell you the price and volume of an item 

rying amounts of time. Use it. It can 
tell you if the price you are paying (or selling 
for) is in line with current trends and, just as 
importantly, how much of the item is moving. 
This is very useful in determining if you are in 
a busy area, with lots of competitors, or have 


the area to yourself. 


ALL OR NOTHING 


It’s worth prospecting for trade routes outside 
i by which I mean researching the 
formation maintained on the 
EVE website. Go to www.eve- 


m/corporations/ and you'll find a 


wealth of information on each NPC Corp; 


where their stations are, what they sell and 


TRADE TIP #2 NEVER ACCEPT A GANG INVITE FROM 
SOMEONE YOU DO NOT TRUST. MANY A TRADER HAS 
BEEN GANKED BY PIRATES SPAMMING GANG INVITES, 
WARPING TO YOU AND KILLING YOU. GANG MEMBERS 
ARE CONSIDERED ALLIES, SO IF A PIRATE ATTACKS YOU, 
THEY WON'T BE SLAPPED WITH A SECURITY HIT 


Don't fly empty 
if you can help it. 


what they buy. NPC Corps aren’ as flexible as 
player-run businesses, and they tend to stick 
to what they know. Six Kin Developments, for 
example, buys carbon and produces synthetic 
oils, so if you can find an NPC organization 
nearby that wants SythOil and produces 
carbon, you can shuttle between the two 
stations. However, whatever you do, don't go 
on milking one route each and every day. 
Market supply and demand changes with 
every buy and sell order processed. When you 
sell something to an NPC the demand price 
usually goes down as the orders are filled and 
the buy price goes up as more is purchased. 
The temptation is to deliver and sell, deliver 
and sell until demand is completed, but doing 
this will leave some profit behind as the price 
changes with every transaction — most of the 
time. So get it all there first, and sell it 
together, buy the same way, all at once. Of 
course, other traders will be doing the same, 
so do it fast, or hold onto your stock until the 


prices start rising again — if you can afford to. 


DON'T BE A DEADHEAD 


So, you have a few skills, have missioned or 
mined your way to your first couple of million, 
and you have a fast frigate or fat industrial 
ship — hopefully one of each. Already you 
have decided to set up somewhere and have 
found, using your noodle and a bit of common 
sense, a few low-cost trade runs. Now you're 
thinking, ‘I'll just buy X amount of items, 
load them up and head over’, yes? Well, yes 
and no, There are some things you must ask 
yourself first. 

Is your cargo full? If not, you should look 
again and see if there’s another, closer, station 
that requires anything else you can bring en 
route to your final objective. This must be 
balanced with the time it takes you both to 
deliver (and pickup) this ‘filler’ load. It could 
be that if directly en route, dropping off a few 
holoreels will net you a few hundred thousand 
and add five minutes to your journey, the 
aggravation may well be worthwhile. 

Is there a return trip load? In the late 20th 
century, fossil-fueled delivery vehicles called 
18 wheelers would often carry cargo to one 
destination only to find nothing to carry on 
the return trip, costing them both money 
and time. These were called ‘Deadheads’. 
Avoid this at all costs. Sometimes you can’t, 
but you should try. 

Are you using the right equipment? If you 


have found a run that has somewhat high priced 


items, it may be better to run that fast frig twice, 
rather then the big slow indy once. Remember 
the return trip though. Time is money. 

Finally, before you undock, check your 
route. Are you running into low security 
systems? In the beginning I'd avoid them, 
for whilst some juicy runs cross through 0.5 
systems, you are not the only person that’s 
going to be taking advantage of the many 
opportunities there; plenty of pirates know 
how to use the trade system to find riches too, 
the riches that sit in your fat juicy slow-moving 
undefended cargo hold. Be aware of this, and 
if you must pass through unpoliced systems, 
set up insta-jumps first (see Bookmarks: The 


Easy Way, page 54 for a quick guide). And use 


allente Thorax is 
one of the most 
ships available 


SIZE MATTERS 


Sometimes an industrial ship won’t be the 
right vessel for the trade at hand. A lot of 
successful traders fly various types of 
cruisers, destroyers or even interceptors. 
Each has its usefulness, but most 
beginner-traders have Little spare time to 
train these skills or the cash to buy them, 
much less the ships themselves. Point is, 
be aware that later in your career you 
should be looking at other ship options 
for some trade runs. 


the map; check the ships/pods destroyed in 
the last hour. If there’s been any activity, don’t 
go, it’s that simple. Ships can be insured, 


pilots can be cloned, cargo is lost forever. 


STILL TO COME... 


This is just the beginning. Heed my words 
and you will become rich — there are ways 
and means of amassing fortunes even small 
corporations can only dream about. Trading in 
NPC trade goods can be lucrative, but buy ing 
and selling modules, minerals, and illegal 
items can quickly launch you into the big 
league, especially if you can do it remotely. 
But to do that you need to look beyond the 
Market Screen — advanced trading is just as 
much about who you know as what you 
know. But before that you need to train and 


train hard. Get your industrial skill maxed, 


then trade, then buy up marketing, broker 
relations and accounting and make a start on 
those — not forgetting those learning skills if 
you hav e the inclination and plan to be a part 
of EVE for a while to come. When you're 
ready we'll meet up again next issue. Until 
safe. 


then, fly . and don’t go stealing my 


routes, I have friends in high places! 


TRADING IS VERY MUCH SUITED 
TO THE PLAYER WHO WISHES TO WORK 
ALONE, BUT THAT DOESN'T MEAN IT ISN'T 
ADVANTAGEOUS T0 HAVE A FEW FRIENDS 
SCATTERED ABOUT, IF ONLY TO ASK FOR PRICE 
CHECKS IN REGIONS AWAY FROM YOUR OWN 
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TEH FUNNIES 


WAY OF LOOKING AT THE UNIVERSE 


ANOTHER 


EVE A-Z 


Let’s start at the very : 
beginning; A is for... 


AGENT Brash, overbearing NPCs who 
wallace2004 > ok errr james is ina reward the completion of deathly dull 


wallace2004 > assignments with thousands of items 

wallace2004 > ylle is = that you'll either never need, never be 

wallace2004 > m s able to sell or be permitted to recycle. 

jamesw >and are typing in fee 

: a ee 2 ALLIANCE A temporary coalition of 

jamesw > loce Z : 
player-corporations who bicker and 
squabble for a couple of months, claim 

__Kehmor Ss : 


a system in the middle of nowhere, 
disband at the first sign of trouble and 


start a new alliance. 


Harry Stoteles > rofl, | | 


} kacnet lack a cma 


Shrike >... 
Harry Stoteles 
Harry Stoteles 


AMARR A race of pompous religious 
fanatics who take themselves far too 
seriously, some of whom have taken to 
hiding their faces under a hood because 
they are so abominably hideous. 


AMMATAR As above, without hoods, but 


kieron - generally less pleasing on the eye. 
Morgit Seebring> wow 
luon er ARMOR A durable, metallic compound 
_giuon = P' 
kieron coating that is bolted onto all space- 


faring vessels so that when attacked they 
might survive two seconds longer than 
they would without. 


ASSETS Hangar deposits that unless 


Jannos Creed 


___ Futher Bezluden > 3652m/s in my stiletto 
____ Bjorn Stahle > Pretty good speed 


fast is your shipe regularly audited will multiply until 
the EVE client lags under the weight 
Jadrut : | PO of items that you and thousands of 
Nicodiemus> others have been hoarding for the last 
Nicodiemus six months. 
Nicodemus ASTEROID A beautiful woman with 
Jadrut voluptuous breasts that cavorts 
Nicodiemus> Thak: was suggestively across the heavens. Or a 
peer big rock. Depends on how much 
Winder ES you've been drinking. 
=_— _— ATTRIBUTES Arbitrary character 
_—_talosian Gurr Be ater ee re statistics, decided upon without due 
eo ea a a bag ia Seis: knowledge as you begin your EVE 
LordChaos >| < eles i : journey, that after two years you'll 
tha = 7emMore ICKS IC IN Ine Bail realise you got horribly wrong. 
alostan Gurt> kick***** 
LordChaos > lick? AUGMENTATIONS Ridiculously 
LordChaos > ewwwwwwwwwwwwwwwwwnr expensive cranial inserts that enhance 


<>) CARELESS Talostan Gurt > ewwwwww characteristics and skills, that upon 
Talostan Gurt > noooooc00000000 death will have you crying like a baby 
TALK COSTS LordChaos > LMAO that you ever bought them. 


LAUGHS... ‘ Talostan Gurt>i did not meant that! 


SUBSCRIPTIONS 


If you like what you've read in E-ON, you'll want a subs ' i in hereby ensuring prompt delivery every quarter 
of the finest off-screen,EVE entertainment in the kno rse. If you've already bought a sub, thanks for 
flying the flag. If you haven’t, point your browser to wwwWieve-online.com/eon and do the clicks. 
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Looks can kill. 


Experience Alienware power! 


Alienware recommends Microsoft® Windows® XP Professional. 


Area-51™™ 7700 Area-51° 5300 Aurora™ 5500 
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ATi 


Alienware recommends 
graphics by ATI for the 
ultimate gaming experience. 


Now available with buy-now-pay-later and other finance options. ALI ENIVV, ARE : 
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